==============================================================
Guild: yuzu
Channel: info / yuzu-updates
Topic: Documenting yuzu updates
==============================================================

[1/19/2020 9:23 PM] blinkhawk
Experimental async audio support, should be available next EA release. (currently at 132, expect it on 133)

{Reactions}
😍 (6) 💀 (4) 👉 (3) 🔥 (3) 🚗 (2) 🏓 (2) 🔊 (3) ☕ (3) 

[1/23/2020 4:38 AM] bunnei
Early Access 144: Fixes newer Unity Games - e.g. Terraria, Pokemon Mystery Dungeon, and likely others!

{Reactions}
😍 (10) 💀 (2) 🔥 👉 

[1/25/2020 3:25 AM] bunnei
Early Access 151: Adds a new experimental real-time audio setting! This setting (on by default) should make audio play normally, even if the emulator is running slower (or faster) than fullspeed.
(Note -- due to other changes, this build will invalidate your shader cache).

{Reactions}
👀 (40) O_ (15) ❌ (7) 🇸 (27) 🇭 (27) 🇦 (28) 🇩 (28) 🇪 (27) 🇷 (27) 😍 (21) ❤️ (15) 💚 (6) 💙 (5) pikaban (3) 🇧🇷 (5) tuxdab (4) mariothonk (4) tegra (4) buncap (3) thonking (3) 

[2/15/2020 2:46 AM] bunnei
Early Access 204: Includes fixes for Splatoon 2 paint interactions (requires async GPU to be OFF), as well as support for different aspect ratios!

{Reactions}
merry (7) O_ (11) patreon (10) 😆 (6) 🇮 (11) 🇳 (11) 🇰 (9) 👈 (5) thonking (6) vulkan (4) k_ (5) 🇦 (3) 🇸 (2) 🇾 (2) 🇨 (2) 🇼 (2) 🇭 (2) 🇪 (2) tuxdab (3) yuzu (4) 

[2/18/2020 3:42 AM] bunnei
Early Access 212: Includes proper VSync support for the OpenGL renderer (on by default)!

{Reactions}
👀 (14) yuzu (13) bowsette (2) 🇿 (5) 🇪 (4) 🇱 (4) 🇩 (4) 🇦 (4) yuzu_ani (2) 🇲 (2) 🇺 (2) 🇸 (3) 🇴 (4) 🇬 (3) 🇾 (2) 🇳 🇨 patreon 

[2/18/2020 8:25 PM] bunnei
Early Access 214: Fixes analog input on Luigi's Mansion 3, potentially some graphical fixes for Kirby Star Allies on Vulkan

{Reactions}
👍 (20) 👀 (8) 💯 (2) vulkan (2) 🇵 (11) 🇴 (10) 🇰 (10) 🇪 (10) 🇲 (10) 🅾️ (10) 🇳 (10) 🅿️ (10) 🇱 (10) 🇸 (10) 🥺 

[2/21/2020 6:22 PM] bunnei
Early Access 223: Fixes several more graphical issues in Kirby Star Allies -- such as many of the black textures (thanks to @Namkazt !)

{Reactions}
👀 (9) yuzu (9) 🇵 (8) 🇰 (8) 🇲 (8) 🇳 (8) 🇼 (10) 🇭 (9) 🇪 (7) ❓ (6) andydab (4) 

[2/21/2020 11:38 PM] bunnei
Early Access 227: Many graphical fixes with Luigi's Mansion 3!

{Reactions}
👍 (16) 👀 (10) 🇿 (7) 🇪 (7) 🇱 (8) 🇩 (7) 🇦 (7) yuzu (6) 🇸 (9) 🇴 (8) 🇺 (8) 🇵 (9) 😋 (4) 😱 (4) vulkan (2) tuxdab (2) andydab (3) 

[2/22/2020 7:26 AM] bunnei
Early Access 231: Audio crackling is fixed in Crash Team Racing!

{Reactions}
merry (6) pikaban (7) flam_happy (4) O_ (6) yuzu_ani (3) yuzu (2) 🇿 (2) 🇪 (2) 🇱 (2) 🇩 (2) 🇦 (2) thonking (2) 🇲 (3) 🇺 (2) 🇸 (3) 🇴 (4) tuxdab (2) andydab (2) 

[2/22/2020 1:09 PM] blinkhawk
Note: a lot of people are giving us credits for the fixes in LM3 and Kirby. All credits go to @Namkazt

{Reactions}
👍 (33) 👑 (26) 🇳 (16) 🇦 (16) 🇲 (15) 🇰 (15) 🅰️ (12) 🇿 (12) 🇹 (12) 💩 (2) 

[2/28/2020 6:59 AM] bunnei
Early Access 245: Adds Anisotropic Filtering option, slight JIT perf improvement, various shader fixes, and SRGB fix

{Reactions}
rebase (11) 🇵 (13) 🇴 (13) 🇰 (13) 🇪 (13) 🇲 (13) 🅾️ (13) 🇳 (13) sharex (3) O_ (7) 💩 cpp 🇷🇸 

[2/28/2020 10:15 PM] bunnei
Early Access 246: Adds improved OpenGL/Vulkan state tracking (slight performance improvement)

{Reactions}
😮 (14) 🎶 (6) soontm (6) merry (5) 🍴 (5) 🍉 (5) 🥰 (8) 🇹 (6) 🇾 (6) 💟 (6) 🇷🇸 🍞 

[2/29/2020 3:58 AM] bunnei
Early Access 246: Fixes Hyrule Warriors: https://twitter.com/yuzuemu/status/1233601062365540352

{Embed}
yuzu (@yuzuemu)
https://twitter.com/yuzuemu/status/1233601062365540352
Thanks to recent fixes from our resident GPU expert Rodrigo, Hyrule Warriors is now playable in the latest yuzu Early Access!
https://images-ext-2.discordapp.net/external/OpWrOMqOvidinMObPZIskD5YNiCNAh3Y1kQbcnzn7W4/https/pbs.twimg.com/media/ER6hKF6W4AE3Zgv.jpg%3Alarge
https://images-ext-2.discordapp.net/external/zax6AI0cSNLHpZXQJxt07hY8fDAI7S0uUK4MlnDaoQM/https/pbs.twimg.com/media/ER6hLG-XUAAyxhs.jpg%3Alarge
https://images-ext-1.discordapp.net/external/cEJy7CvdO-FZZFsRqOGWiHqGYJVyxA2X0GzAMtV0T84/https/pbs.twimg.com/media/ER6hL64WsAAlrTf.jpg%3Alarge
https://images-ext-1.discordapp.net/external/EiF9cBKTdfV997uydZ-iBojjeA3DCRjccxTi0E0MC38/https/pbs.twimg.com/media/ER6hTO1X0AAELzS.jpg%3Alarge
Twitter

{Reactions}
👏🏼 (31) tuxdab (15) yuzu (17) O_ (8) 🇵 (13) 🇰 (13) 🇲 (14) 🇳 (13) ❓ (8) 🇷🇸 (2) 💯 (3) yuzu_ani (2) 🍞 

[3/11/2020 8:19 PM] bunnei
Early Access 261: Fixes rendering in Pokken Tournament, Donkey Kong Tropical Freeze, and others (https://www.patreon.com/posts/34801792)

{Reactions}
👍 (20) 😮 (8) 💯 (6) 🇩 (3) 🇽 (3) ❗ (2) 🇸 (6) 🇲 (6) 🇦 (6) 5️⃣ (6) 🇭 (7) 🅿️ (6) 🇱 (6) 🇿 (5) k_ (2) tegra bowsdab (2) 🇷🇸 (2) 

[3/15/2020 12:21 AM] bunnei
Early Access 276: 
- Astral Chain: Lots of recent improvements (performance + GPU fixes)
- Crash Team Racing: Now rendered almost perfect, and close to fullspeed on good HW (NOTE: Disable BCAT and RT Audio for CTR)
- Optimized emulator RAM usage, reducing by ~1GB
- Other GPU performance increases (BotW has a pretty notable ~10% speedup)

{Reactions}
💯 (42) O_ (18) 👀 (15) 🇷🇸 (6) 👍 (17) 🇳 (19) 🇮 (20) 🇨 (19) 🇪 (20) 🅰️ (4) 🇸 (5) 🇩🇪 (6) 🇧🇷 (10) yuzu (6) tegra (3) 🇭🇷 (3) 💰 (2) 🇨🇦 (2) 🍴 

[3/27/2020 1:03 PM] blinkhawk
Early Access 308:
- SSBU (Super Smash Bros Ultimate) (version 1.0 only for now) is fully playable now. (there may still be issues on Adventure mode)

{Reactions}
🐇 (26) 🎉 (72) yuzu (36) O_ (22) 😆 (16) 💰 (12) 🇾 (33) 🇪 (33) 🇸 (33) ❕ (25) 👍 (17) tuxdab (7) ❤️ (12) 🇵 (9) 🇰 (7) Ⓜ️ (9) 🇳 (9) ❓ (8) corgi (6) sharex (4) 

[4/8/2020 11:02 PM] blinkhawk
Next EA version will have a fix for SSBU crashing when loading on Vulkan

{Reactions}
vulkan (31) 🇨 (33) 🇴 (33) 🅾️ (33) 🇱 (32) bowsette (10) 👍 (16) 🤙 (7) 🇳 (10) 🇭 (10) ❔ (7) 😿 (7) patreon (6) 🧊 (4) 🆒 (5) 👏 (6) 😴 (2) cpp (2) 🇷 (2) 🇾 (2) 

[4/17/2020 1:49 AM] blinkhawk
Early Access 389:
- Improvements to ASYNC GPU
- Accurate GPU option has been reworked into GPU Accuracy with 3 levels: Normal, High and Extreme.
- Fixed a set of crashes with async GPU on, on games like Splatoon 2.
- Water and other effects will now work correctly in BotW while Async GPU is activated.
- Ink swimming in Splatoon 2 will now work on Async GPU.
- Smoke in Cap Kingdom in SMO will now work correctly on Async GPU - High setting.

{Reactions}
corgi (11) 🇹 (32) 🇭 (31) 🇦 (31) 🇳 (31) 🇰 (31) 🇸 (31) 👏 (21) cappy (13) yuzu (18) pikaban (8) 🔥 (8) bowsette (8) 🎉 (10) 👍 (10) todo (4) 👀 (8) 🇧🇷 (5) 

[4/19/2020 3:35 PM] blinkhawk
Early Access 409: 
A Critical Bug has been fixed which impacted multiple games:
Pokemon Sword & Shield:
- Softlocks on cutscenes have been fixed.
- Softlocks on turning on the bike near a wall has been fixed.
- Walking on Grass has been fixed.
- Hair Salon has been fixed.
- Animations looping wrongly, has been fixed.
Toki Tori:
Project DIVA:
Diablo 3:
- Audio has been fixed.
Legend of Zelda: Link's Awakening:
- Cheep Cheep Placing bug has been fixed.
Team Sonic Racing:
- Cars should no longer float around.
Credits again to @bunnei @merry

{Reactions}
😮 (59) 🥳 (49) yuzu (49) bowsette (18) 🎉 (31) 🇬 (16) 🧻 (16) 😆 (21) 🤦 (16) 🇧🇷 (31) soontm (15) thonking (13) O_ (19) 💯 (19) 👏 (21) 😐 (14) 👍 (20) yuzu_ani (12) 🇹 (9) 🇭 (9) 

[4/20/2020 9:32 PM] bunnei
Early Access 420:
- Super Smash Bros. Ultimate lighting is fixed, as well as the broken blue fog in Fire Emblem Three Houses

{Reactions}
🎉 (52) ☘️ (27) ☁️ (16) 🇧 (51) 🇱 (51) 🇦 (50) 🇿 (51) 🇪 (50) 🇮 (49) 🇹 (51) 👍 (31) k_ (14) 🍉 (12) 🤣 (16) 😆 (16) qt (12) ♥️ (17) 🔥 (25) 🥴 (12) 😤 (15) 

[4/22/2020 4:04 AM] blinkhawk
Early Access 430:
- General Audio Improvements to Surround Titles such as Fire Emblem Three Houses. Credits to @ogniK 
- Vulkan backend now works on ACHN.

{Reactions}
👏 (83) O_ (30) 🧡 (30) 🏅 (23) yuzu (38) 🇧🇩 (20) 🇵🇰 (18) 🇧🇷 (32) 🇨🇱 (16) 🇮🇳 (17) 👍 (17) tuxdab (15) 🏴󠁧󠁢󠁥󠁮󠁧󠁿 (10) 🇲🇽 (10) flam (10) 😎 (11) 🙏🏽 (10) 😍 (16) 😭 (12) 🥵 (10) 

[5/9/2020 12:26 AM] blinkhawk
Early Access 513-514:
- We have fully reworked the Kernel's Scheduler, the Boot Manager, CPU Management (Project Prometheus).
- A new Multicore option has been added. This option makes the CPU run in 4 threads instead of 1 (in practice only 3 threads are used as no games schedule to Core 4). Timing also works differently on this option. ASYNC GPU option must be enabled along Multicore when using Multicore.
- Uncapping framerate & force 30fps mode don't work on Multicore.

{Reactions}
prometheus (127) 🇳🇴 (20) yuzu (62) tuxdab (24) merry (14) corgi (11) flame (8) 🇺🇸 (10) 😭 (12) 🤮 (8) 🇧🇷 (21) 🇩🇪 (12) 🇩🇿 (8) bowsette (9) patreon (12) deepfried (14) vulkan (7) vortex (8) bowsdab (8) andydab (10) 

[5/10/2020 1:47 AM] blinkhawk
Early Access 520:
- Fixes for crashes in Vulkan backend on Pokemon Let's Go, Pokemon Sword & Shield, Super Smash Bros Ultimate, Diablo 3 and Animal Crossing: New Horizons.

{Reactions}
prometheus (43) 🇨🇴 (10) vulkan (11) ❤️ (12) 👌 (19) 🇵🇪 (4) 🇮🇷 (4) 🇻🇪 (3) 🇧🇷 (8) yuzu (6) 🇩🇿 🍆 (2) 🇵🇰 (3) 🇮🇳 (6) deepfried 🇧🇩 (2) 🇵🇭 (7) 🇨🇱 dolphinemu 🇲🇹 (2) 

[5/10/2020 7:35 AM] bunnei
Early Access 522:
- Adds a time zone setting to the Configure -> System menu. By default, this should try to respect your system's time zone, but this functionality is still somewhat incomplete. Please let us know how this feature is working for you!

{Reactions}
⏲️ (29) rei (6) bunnei (5) 🇪🇨 (7) 🇪 (7) 🇨 (6) 🇺 (6) 🇦 (6) 🇩 (6) 🇴 (6) 🇷 (6) thonking (10) deepfried (7) 🇧🇷 (24) 🇩🇪 (8) 🇳🇱 (8) prometheus (2) 🇨🇴 (6) 🇦🇺 (6) 🇮🇹 (6) 

[5/12/2020 6:06 PM] jroweboy
Early Access 527:
- Fixes a lockup after closing the action guide in Super Mario Odyssey or the help guide in Smash Bros. Ultimate. (Only fixes the issue where after closing, you could hear that the game was playing, but the screen was frozen)

{Reactions}
❤️ (48) ren (7) flam_happy (5) mariothonk (9) 🇳 (20) 🇮 (20) 🇨 (20) 🇪 (21) yuzu (8) 🇻🇪 (6) 🇦🇺 (2) 🇧🇩 (5) 🇨🇴 (3) 💯 😮 😻 🥦 🇷🇸 (3) cappy (2) whip 

[5/13/2020 8:45 AM] rodrigo1643
Early Access 529:
- Fixes terrain border miscoloring in Animal Crossing: New Horizons on Vulkan

{Reactions}
deepfried (53) 🇳 (42) 🇮 (43) 🇨 (42) 🇪 (42) yuzu (22) 🇰 (15) 👌 (23) prometheus (20) 👀 (13) soontm (13) 🇧🇩 (10) 😲 (10) 🇩🇪 (16) 🇧🇷 (22) 🇨🇴 (11) 🔥 (10) 🐱 (8) 🇻🇪 (10) 🇪🇨 (10) 

[5/25/2020 2:13 PM] fltobi
Early Access 554: 
- The game list loads about 400% faster now

{Reactions}
prometheus (66) 😂 (76) 🏎️ (15) deepfried (30) 🇳 (74) 🇮 (75) 🇨 (73) 🇪 (74) 😍 (23) bowsdab (11) hong (16) O_ (17) 😤 (10) 🇰 (18) 🇫🇷 (15) 😟 (12) 🇭 (16) 🅰️ (14) 👁️ (14) yuzu (21) 

[5/29/2020 4:13 AM] bunnei
Early Access 564:
- Lots of fixes for Xenoblade Chronicles: Definitive Edition. This game is running well in yuzu on release day! Be sure to set "Graphics Accuracy Level" to "Extreme" for now to fix graphical glitches. See <https://www.patreon.com/posts/xenoblade-on-37643936> for details.

{Reactions}
❤️ (28) 👍 (24) vortex (10) 🇻🇪 (7) prometheus (8) 🤩 (6) 🔥 (8) vulkan (2) 🇨🇴 (4) 🇷🇺 (4) 🇳 (13) 🇮 (13) 🇨 (13) 🇪 (13) 🅰️ (10) 🇲 (10) 🇦 (10) 🇿 (10) ℹ️ (10) 🆖 (10) 

[5/29/2020 11:02 PM] blinkhawk
Early Access 565:
- Improved vSync on Multicore, games should feel a lot smoother (BOTW, Pokemon & 
   SMO for example)
- Audio will no longer stall and freeze during shader cache compilation
- Audio should play a little bit better on Multicore

{Reactions}
🆒 (45) 🔊 (32) mariodoubt (15) tuxdab (12) prometheus (14) deepfried (13) qt (10) 🤩 (15) 🇨🇴 (9) 🚮 (7) yuzu (7) 🇧🇷 (11) 🎧 (6) 👌 (9) 🅰️ (10) 🇺 (9) 🇩 (9) ℹ️ (9) 🇴 (8) 🔥 (2) 

[5/30/2020 3:53 AM] blinkhawk
Early Access 567:
- Improvements to Multicore, 4 JITs will be used instead of a single JIT per guest thread. Saving a considerable amount of memory and less stutter. (disabled in 570)
- Our new Macro JIT has been introduced, giving a little boost on SMO and other games. (disabled in 570)
- Fixed Xenoblade Definitive Edition on High.
- Fixed a regression in 566 that decreased FPS on SMO

{Reactions}
🤗 (51) 🇳 (11) 🇹 (11) 🚿 (7) 🥰 (16) 🚼 (7) flam_happy (8) 🇨🇴 (9) 🐞 (10) soontm (11) prometheus (10) 🇵 (19) 🇴 (19) 🇬 (20) 🇧🇷 (21) hong (4) 🇪 (3) 🇷 (4) 🇸 (4) 🙆‍♂️ (2) 

[6/1/2020 1:40 AM] rodrigo1643
Early Access 576:
- Implement rendering to 3D textures with more than one slice. Fixes "rainbow" rendering on Unreal Engine 4 titles

{Reactions}
bowsette (29) 🌈 (45) 3️⃣ (25) 🇩 (24) 🇨🇴 (10) 🍰 (14) 🇧🇷 (25) prometheus (13) 🇩🇪 (6) thonking (5) 👍 (12) O_ (7) 🇮🇳 (6) patreon (3) vortex (4) 🇬 (4) 🇷 (3) 🇪 (4) 🅰️ (4) 🇹 (4) 

[6/6/2020 8:40 PM] rodrigo1643
Early Access 595:
- Implement samplerless textures. Direct3D ports will now render instead of showing a black screen
- OpenGL disk shader caches are invalidated to support this

{Reactions}
prometheus (44) korbo (12) 💯 (14) 👍 (15) vortex (10) yuzu (15) 🇧🇷 (15) hong (4) 🇳 (6) 🇮 (6) 🇨 (6) 🇪 (7) patreon (5) 🇬 (7) 🇴 (8) 🅾️ (6) 🇩 (6) 🆕 (7) 🇸 (9) 🔥 (5) 

[6/8/2020 8:06 AM] rodrigo1643
Early Access 597:
- Fixes graphical regression on Luigi's Mansion 3 where area transitions could flash in blue (image blits to 3D textures where not being managed correctly)

{Reactions}
👍 (39) 💚 (18) 🎉 (17) flam_happy (8) merry (8) 👻 (13) 🇰 (7) corgi (5) 🍴 (5) prometheus (6) 🇨🇴 (6) korbo (5) 🇬 (4) 🇯 (4) 🇸 (4) 🇺 (4) cappy (5) 🇾 (4) 🇪 (3) 🇿 (3) 

[6/9/2020 12:39 AM] rodrigo1643
Early Access 600:
- Fixes flashing black rendering issues on Animal Crossing: New Horizons on OpenGL

{Reactions}
korbo (28) 👍 (34) prometheus (21) 🎉 (27) 6️⃣ (25) 0️⃣ (26) 🇴 (25) ⬛ (10) 🇨🇴 (9) soontm (6) 💗 (8) hong (4) 🐻 (6) 🇧 (14) 🇱 (14) 🇲 (14) ✊🏿 (10) tegra (6) 🇧🇷 (14) 🏳️‍🌈 (13) 

[6/10/2020 3:56 PM] ognik
Early Access 603:
- Fixes crashes on boot for Animal Crossing: New Horizons as well as many other games. (This means the "Bypass Boot Crash" patch is no longer required)
- Also fixed TPosing in later versions of smash

{Reactions}
O_ (57) hong (17) yuzu (37) prometheus (27) patreon (28) ren (20) 🇳 (54) 🇮 (54) 🇨 (53) 🇪 (54) 🇸 (39) 🇭 (38) 🇦 (37) 🇷 (38) 🇰 (38) flame (14) 🦈 (33) sharex (16) 🇨🇴 (20) pognik (16) 

[6/13/2020 5:07 AM] ognik
Early Access 606:
- Fixes Animal Crossing: New Horizons softlocks(1.0.0 also boots now)
- Fixes Zelda Links Awakening softlocks & sound effects

{Reactions}
🚙 (34) 🎴 (14) 👍 (46) yuzu (50) pognik (22) prometheus (23) shaggy (12) zelda (12) mjolnir (10) tegra (10) soontm (9) whip (12) vulkan (10) 🥳 (21) hong (9) 🇧🇩 (12) 😃 (16) ren (9) 🇵🇰 (9) elo (10) 

[6/20/2020 1:25 AM] bunnei
Early Access 626:
- Lots of optimizations to the GPU macro JIT and dynarmic, resulting in big performance improvements for Xenoblade Chronicles 2, ACNH, and other games.
- Triangular graphical artifact bugs fixed in Super Mario Odyssey on Nvidia GPUs (Not yet fixed on Turing Architecture)

{Reactions}
👍 (78) yuzu (52) merry (19) 💰 (19) fiora (18) RexBestCharacter (21) 🔺 (18) mariothonk (19) pognik (15) 🇯🇴 (14) 🇧🇩 (11) elo (9) 🇲🇨 (13) hong (8) 👌 (11) prometheus (7) mariodoubt (7) 🏳️‍🌈 (8) 🇨🇴 (5) 🏴󠁧󠁢󠁳󠁣󠁴󠁿 (5) 

[6/21/2020 5:33 PM] blinkhawk
Early Access 632:
- Experimental support for 32 bits games has been added, please test and let us know if anything breaks. MK8D does not work yet, we'll look at it later on.
- In the coming days we'll keep updating the 32 bits support as we implement more parts of it.

{Reactions}
👍 (84) yuzu (46) 3️⃣ (39) 2️⃣ (39) 🇧 (40) 🇮 (37) 🇹 (38) prometheus (17) 🇨 (17) 🇴 (17) 🅾️ (18) 🇱 (19) 💯 (15) 🇸 (12) 🇺 (10) 🇰 (10) 🇲 (10) k_ (10) 🎱 (9) 🇩 (7) 

[6/21/2020 9:30 PM] blinkhawk
This is not an EA update but, we should all thank @merry & @Lioncache. You guys may not know it but they are in charge of CPU emulation. They not only make yuzu's emulation fast but they make the very heart of yuzu and with perfect accuracy not achieved by any other emulator. They are briliant minds and they aren't heard as much. They come all the way back from Dolphin GC & Wii Emulator, give big thanks to this guys because they make this project what it is.

{Reactions}
👏 (314) ❤️ (302) dolphinemu (145) prometheus (73) 🦁 (58) yuzu (116) 👍 (105) 🇯🇴 (35) citra (54) merry (45) pognik (37) 😮 (44) flam (32) 🇭 (41) 🇺 (41) 🇷 (41) 🇹 (39) patreon (40) 🇩🇪 (41) mariodoubt (34) 

[6/27/2020 4:38 PM] blinkhawk
Early Access 664:
- GC Adapter by @epicboy has been added. You can now use your GC controller

{Reactions}
👍 (36) 🎮 (20) vortex (7) cpp (7) 🇲 (7) 🇪 (7) 🇱 (6) prometheus (13) yuzu (12) whip (5) tuxdab (7) 🇦 (5) 🅰️ (4) 🍔 (5) 🇧🇷 (7) 📈 (3) 🇹 (6) 🇾 (5) 🆒 (5) 🇦🇷 (2) 

[6/27/2020 4:39 PM] blinkhawk
Early Access 666:
- More 32 bits architecture instructions have been added, thus more games should boot/work better.

{Reactions}
prometheus (75) pognik (24) 👍 (39) yuzu (28) whip (12) docker (10) patreon (10) 👀 (15) 🇲 (15) 👺 (31) 🇰 (16) 🎱 (14) 6️⃣ (18) 🇦 (8) 🅰️ (11) 😈 (42) k_ (10) 🤩 (10) 🏳️‍🌈 (10) vulkan (6) 

[6/28/2020 4:39 PM] blinkhawk
Next Mainline:
- Multicore, 32 bits, Async VSync and the kernel remake will be available. (should build this night)

{Reactions}
👍 (140) yuzu (91) prometheus (55) 💸 (32) 👀 (41) 🇧🇷 (39) 🏴󠁧󠁢󠁳󠁣󠁴󠁿 (21) 🐸 (18) ren (18) soontm (21) 🤩 (38) 🇵🇹 (21) k_ (19) 🇮🇹 (21) 🏳️‍🌈 (18) 👎 (9) 🛕 (14) 🇧🇩 (15) merry (14) andydab (16) 

[7/1/2020 11:24 AM] ognik
Early Access 695:
- Thanks to @toast2903, a long requested feature "Per game settings" is now in testing in Early Access. https://cdn.discordapp.com/attachments/512678820092968971/727845961816080445/Capture.PNG
- Improved audio timing for multicore(disable time stretcher)

{Reactions}
🇹 (43) 🇴 (39) 🇦 (40) 🇸 (40) 7️⃣ (37) 🍞 (34) 🔥 (22) prometheus (20) 👍 (20) bowsette (10) thinkplant (7) O_ (9) 🦈 (11) 🏴󠁧󠁢󠁳󠁣󠁴󠁿 (6) 🇨🇴 (6) 🇯🇴 (3) 👀 (6) 🙌 (9) yuzu (13) 😍 (10) 

[7/2/2020 12:59 PM] ognik
Early Access 698:
- Vertex Explosions fixed in Xenoblade games
- After battle softlocks in Pokemon Sword/Shield Fixed

{Reactions}
👀 (56) prometheus (33) bowsette (17) yuzu (30) 🇮🇹 (17) 🛕 (11) 🇧🇷 (24) 🇧🇩 (13) 🇯🇴 (9) 🤯 (11) 🇳 (26) 🇮 (25) 🇨 (25) 🇪 (25) O_ (15) 🇵🇪 (10) deepfried (12) 🦈 (12) fiora (12) 🇮🇩 (6) 

[7/6/2020 9:14 PM] merrymage
Early Access 706:
- Graphical and lighting fixes in Alien Isolation and several Lego games
Early Access 710:
- Animal Crossing New Horizons 1.3.0 now runs
- Updates and DLC can now be properly updated or downgraded (no more manual deletion of files)

{Reactions}
O_ (42) prometheus (26) smug (19) ded (13) 👍 (29) merry (16) 👩‍🔧 (12) k_ (9) 🇩 (26) 🇱 (25) 🇨 (25) 🇧🇩 (12) ❤️ (17) tuxdab (10) 🆗 (12) 🇯🇴 (5) yuzu (9) 🤩 (6) 💰 (2) bowsette 

[7/10/2020 5:21 AM] ognik
Early Access 728:
- Asynchronous shader decompilation and compilation. You can find this option in the Advanced Graphics Settings. This significantly reduces the amount of stutter from shader building. (Note this feature is OpenGL/GLASM exclusive for now)

{Reactions}
prometheus (40) pognik (28) 🇦 (51) 🇸 (49) 🇾 (49) 🇳 (50) 🇨 (49) O_ (17) 🥰 (17) 🤩 (18) 👌 (21) 👍 (21) 💰 (8) 🇯🇴 (4) yuzu (15) 🇧🇩 (5) 🎧 (7) 🇧🇷 (12) 🇵🇹 (9) 🇫🇷 (10) 

[7/12/2020 9:43 AM] morph_.
Early Access 733:
- Rewrite of Mii services, now Mario Kart 8 Deluxe goes in game and you can create your favorite Miis in games such as Super Smash Bros. Ultimate
- The Find Mii and Tomodachi Life stages now work in Super Smash Bros. Ultimate 
- This requires a dump of the Mii system archive as they contain the actual Mii models, follow the guide pinned in #support-dumping for instructions

Early Access 739:
- Pokemon Sword and Shield weather bug fixed when using RomFS mods
- Profile selection is now automatic when only one user is present

{Reactions}
morph2 (15) yuzu_ani (21) mariothonk (10) prometheus (9) 👍 (17) patreon (5) 🏳️‍🌈 (10) 🇨🇴 (6) yuzu (12) 🇼 (3) 🇴 (4) merry (5) morph (3) 👑 (5) 🇯🇴 (3) 🇵🇹 (6) ☀️ (6) ☁️ (6) 🌧️ (7) ❄️ (7) 

[7/12/2020 1:15 PM] ognik
Early Access 740:
- Project Apollo part 1, Audio Renderer rewrite

{Reactions}
prometheus (82) bowsette (30) soontm (26) mariothonk (23) 🤩 (43) 🤪 (22) 🥩 (13) 🔊 (34) ren (14) pognik (34) 🤯 (20) tuxdab (13) smug (12) ea (10) patreon (20) 💯 (20) ❤️ (21) cappy (15) chu (10) 🇯🇴 (11) 

[7/16/2020 10:12 AM] ognik
Early Access 758:
- Fixed async shader compilation performance issues for certain cpus

{Reactions}
pognik (21) prometheus (16) 🇦 (26) 🇸 (26) 🇾 (26) 🇳 (26) 🇨 (26) 🇱 (9) 🇪 (9) 🇷 (9) ✋ (3) 🇩🇪 (7) 👍 (15) 💯 (10) ea (4) 🍻 (8) 🇧🇩 (4) 🇯🇴 (5) nvidia (7) 🦈 (5) 

[7/16/2020 2:02 PM] ognik
Early Access 760:
- Rumble support, special thanks to github user german77(@Naii the Baf )!
To use rumble support, just plug in a controller which supports rumble and set your bindings to it and you're good to go!

{Reactions}
O_ (54) 👀 (31) 💯 (24) 👍 (39) pognik (18) prometheus (17) yuzu (28) jon (8) ea (6) zelda (7) 🇧🇷 (19) 🦈 (9) smug (7) 🇧🇩 (7) 🇳 (44) 🇮 (46) 🇨 (44) 🇪 (44) whip (5) vortex (5) 

[7/26/2020 5:23 AM] morph_.
Early Access 808:
- Rewrite of GPU memory management (GPU VMM)
- This fixes many of the graphical bugs with Mario Kart 8 Deluxe, as well as some of the softlock issues with Dragon Quest XI.

{Reactions}
prometheus (60) O_ (28) patreon (18) 🏳️‍🌈 (15) 👌 (34) ❤️ (18) 🇮🇹 (7) kappa (5) 🦈 (7) pognik (8) 🇧🇩 (10) 💰 (8) tegra (6) 🇯🇴 (2) ea (2) 🇧🇷 (12) yuzu (14) 🇵🇹 (5) tuxdab (3) 👍 (10) 

[7/29/2020 3:14 AM] morph_.
Early Access 818:
- Improvements to rumble functionality and performance
- Added Enable/Disable controller rumble option in custom controller GUI

{Reactions}
yuzu (47) morph2 (9) O_ (14) morph (10) prometheus (13) sharex (8) patreon (16) ea (12) cappy (13) 🇷 (22) 🇺 (22) 🇲 (22) 🇧 (22) 🇱 (22) 🇪 (22) vulkan (7) ☑️ (8) mjolnir (6) chu (7) 💰 (7) 

[7/31/2020 6:02 AM] morph_.
Early Access 822:
- Implemented ADPCM streaming in Apollo
- Animal Crossing: New Horizons Update 1.4.0 now runs
- Up to 4 threads can be utilized with asynchronous shader compilation with 16 thread or higher CPUs

{Reactions}
🤯 (55) yuzu (35) morph2 (16) 👍 (22) 🇯🇴 (5) 🤩 (11) 🥰 (12) 👌 (10) bowsdab (8) amd (13) 💰 (6) 🇦 (17) 🇸 (17) 🇾 (17) 🇳 (16) 🇨 (16) 🔢 (7) pognik (6) 🇵🇹 (6) 🇨🇴 (4) 

[8/1/2020 6:58 AM] ognik
Early Access 823:
- Implemented mixbuffer depopping in Apollo
- This reduces the amount of "clicking" and "popping" in games

{Reactions}
🇯🇴 (9) 🤔 (23) pognik (12) rei (7) kek (14) deepfried (18) yuzu (19) 💰 (3) patreon (6) 🇺🇾 (7) 🎈 (7) 🖱️ (5) ea (4) soontm (3) 🤯 (4) 🇵🇹 (5) 🇵 (14) 🇴 (14) 🅿️ (14) prometheus (6) 

[8/3/2020 4:43 AM] ognik
Early Access 824:
- Added async shader compilation for vulkan, Special thanks to @epicboy for this addition!

{Reactions}
❤️ (89) 🐟 (23) 🐠 (19) 🇪 (59) 🇵 (55) 🇮 (58) 🇨 (59) 🇧 (51) 🇴 (51) 🇾 (51) prometheus (18) 🌈 (11) 🇨🇴 (9) yuzu (25) smug (10) 👍 (22) vulkan (10) 🇯🇴 (6) 🇧🇷 (19) 🇺🇾 (7) 

[8/9/2020 12:45 PM] morph_.
Early Access 825-852:
- General system stability improvements to enhance the user's experience, including:
- Code cleanup and migration to C++20 by lioncache
- Opening save data of installed titles now correctly opens the user save instead of device save
- Various fixes to the game list such as fixed subdirectory scanning and game info parsing with > 1 game directories

{Reactions}
👍 (50) 👀 (25) prometheus (18) 🇵🇰 (8) chu (4) yuzu (20) deepfried (9) andydab (7) k_ (7) ren (5) 🇧🇩 (5) 🇧🇷 (16) 🛕 (6) 🇺🇾 (8) 🏴󠁧󠁢󠁳󠁣󠁴󠁿 (4) thinkplant (5) smug (5) 🦁 (4) 🇪🇬 (3) amd (4) 

[8/11/2020 2:29 PM] morph_.
Early Access 856:
- Save data thumbnails in various games like Super Mario Maker 2, Breath of the Wild and Link's Awakening are fixed
- Lighting/shading on Pokemon Sword and Shield is fixed (Extreme GPU Accuracy only)

{Reactions}
prometheus (26) 🇨🇴 (9) 🇵🇹 (9) 🇧🇷 (12) merry (4) morph2 (4) 💰 (5) 🇪🇬 (4) yuzu (10) 💩 (7) 🇹 (6) 🇾 (7) ❤️ (7) 🇱 (7) 🇴 (7) 🇻 (7) 🇪 (7) 🇺 (8) ⬅️ (4) 🚫 (4) 

[8/14/2020 4:46 PM] morph_.
Early Access 866:
Project Mjölnir: Part 1 - Input Rewrite:
- This is an overhaul of our input UI/UX along with multiple fixes in the HID backend, allowing for easy configuration and mapping of controllers.
- Controllers can now be changed, connected, or disconnected while in game.
- More details can be found in the PR: <https://github.com/yuzu-emu/yuzu/pull/4530>
Note: Motion/Profiles are **placeholder UI**, they do not work/function.
Apollo audio fixes:
- Fixed ADPCM streaming (This should fix popping in most first party Nintendo games)
- Disabled biquad filter (This should disable crackling in such games as Mario Maker 2 & Paper Mario)

{Reactions}
mjolnir (37) 👄 (14) 👁️ (14) this (12) merry (10) morph2 (7) morph (7) 🇧🇩 (6) 🇯🇴 (6) yuzu (21) 🇨🇴 (7) 🏳️‍🌈 (9) 🆒 (7) intel (4) 🇲 (6) 🇴 (6) Ⓜ️ (6) 🇫🇷 (5) 👍 (10) 💩 (6) 

[8/16/2020 2:38 PM] ognik
Early Access 876:
- Added "Unsafe" option to CPU Accuracy. These options let you lower accuracy of certain CPU instructions to favor speed. 

NOTE: This greatly benefits CPUs lacking the FMA Instruction (CPUs older than Intel Haswell/AMD Zen)

{Reactions}
👀 (40) merry (12) 🅾️ (14) 🇰 (11) pognik (12) mjolnir (7) nvidia (8) yuzu_ani (17) tuxdab (10) mariodoubt (6) 🇯🇴 (6) 🍴 (6) 👁️ (7) rei (4) 🏳️‍🌈 (5) 🇧🇩 (3) 🇧🇷 (6) 🇮🇱 (4) 💰 (3) patreon (3) 

[8/16/2020 4:19 PM] ognik
Early Access 877:
Apollo changes:
- Added Aux effects, this fixes the voices in Animal Crossing: New Horizon and fixes the music reactive boxes in ARMS. (Note that this might affect many other games as aux effects are widely used)
- Better state management for effects (this might fix audio related softlocks in games as effects are updated properly now)

{Reactions}
vortex (17) merry (16) ❤️ (30) pognik (27) O_ (24) rei (9) tuxdab (8) 👍 (14) deepfried (5) bowsette (5) 🇳🇴 (9) 🇯🇴 (7) 🅿️ (10) 🇴 (10) 🇬 (10) 🇳 (10) 🇮 (10) 🇰 (10) 🏳️‍🌈 (7) 🇧🇩 (3) 

[8/17/2020 9:35 AM] ognik
Early Access 883:
- Adds "Configure Current Game" to the Emulation dropdown. This allows editing of per game settings for the active game at runtime.

{Reactions}
pognik (31) yuzu (46) 🇯🇴 (8) tegra (10) 🇨🇵 (19) rei (8) 🇪🇸 (17) 🏳️‍🌈 (8) 🇨🇴 (13) 💰 (8) prometheus (8) 🇬 (17) 🇴 (18) 🕧 (14) 🇩 (19) 🇸 (18) 🇭 (17) 🇦 (19) 🇷 (18) 🇰 (16) 

[8/29/2020 12:58 AM] flamboyantham
Early Access 919:
Project Mjölnir: Part 2 - Controller Applet
- Implements an HLE controller selector applet
- Games can now properly detect multiple controllers
- Fully implement the `MergeSingleJoyAsDualJoy` HID service command. This merges a pair of left and right joycons into a Dual Joycon. Used in Super Mario Odyssey when going into 1 Player mode from 2 Player mode.

{Reactions}
🎉 (43) prometheus (17) 🇳 (26) 🇮 (26) 🇨 (25) 🇧🇷 (16) 🇪 (25) 👍 (14) ♥️ (10) zelda (8) hong (6) 🇨🇴 (7) this (10) 🥱 (14) 👌 (14) 🍪 (8) 🇷🇪 (7) 🇺🇸 (8) 👁️ (7) 👄 (5) 

[9/5/2020 3:34 PM] ognik
Early Access 942:
- Thanks to yuzu developer german77(@Naii the Baf), we have implemented Motion Controls to HID, allowing motion input via UDP Server for all controllers supporting it.

NOTE: This will requires you to use BetterJoy for Pro Controller/Joycons or DS4Windows for DS4 controllers. Any Device that supports motion data via UDP should be compatible

{Reactions}
prometheus (49) yuzu (43) morph (10) 🎉 (25) yuzu_ani (12) 🆗 (17) 🔥 (21) cappy (13) 👁️ (9) Ⓜ️ (12) 🇾 (28) 🇪 (27) 🇦 (26) 🇭 (27) bowsette (8) O_ (9) 👋 (11) tuxdab (12) 😋 (8) smug (7) 

[9/18/2020 3:11 AM] morph_.
Early Access 971:
- More removals of the usage of global system accessors and general code cleanup by Lioncache
- Fixed booting multi-content NSPs from the games list
- Stubbed `GetPreviousProgramIndex` and partially implemented `LoadOpenContext`
- These allow the Super Mario 3D All-Stars launcher to boot
- **Note that the games themselves don't boot, just the launcher.**

{Reactions}
morph2 (26) ea (18) yuzu (37) morph (19) merry (11) ren (9) mariothonk (15) pikaban (7) 🇪 (7) 🇧🇷 (12) hong (6) 🚮 (6) whip (6) 👀 (11) 🏳️‍🌈 (8) zelda (6) tuxdab (5) 🇵🇹 (5) 🇨🇵 (6) 🇯🇴 (2) 

[9/21/2020 12:25 AM] rodrigo1643
Early Access 980:
- Fixed OpenGL performance issues on recent Nvidia drivers on certain games (Super Smash Bros. Ultimate, Paper Mario: The Origami King)

{Reactions}
🎉 (61) nvidia (27) prometheus (19) lain (12) amd (14) 🇧🇩 (8) ackchyually (6) thonking (7) 🇧🇷 (15) 👍 (15) 🇫🇷 (14) yuzu (17) ea (6) 👌 (7) 🌈 (6) 🇨🇴 (6) 🇵🇹 (7) 🇯🇴 (5) 

[9/29/2020 6:19 PM] morph_.
Early Access 1001:

Thanks to the efforts of @epicboy and @ogniK, stage one of our Video Decoding Implementation (NVDEC) is implemented, allowing videos/cutscenes to render in most of your favourite games!

To enable NVDEC, go to Emulation -> Configure -> Graphics and tick Use NVDEC emulation

Note: If you're prone to epileptic seizures, exercise caution when enabling NVDEC. Due to the experimental nature, you may experience flickering images with movies in a fringe set of games while the kinks get worked out.

{Reactions}
😳 (41) 👀 (30) bowsette (11) flam_happy (8) 🇵🇹 (7) 👍 (20) 🌎 (9) ⏫ (8) 🅰️ (8) ⬆️ (6) 🔼 (4) deepfried (7) yuzu (28) 🇦🇷 (5) 💦 (12) 📹 (5) smug (6) 🍑 (8) zelda (6) ren (6) 

[9/29/2020 6:22 PM] lioncache
Early Access 1001: Video games are back baby. Now with more Video™

{Reactions}
📹 (32) this (41) 😯 (16) 🇧🇷 (23) tuxdab (14) kappa (8) ren (9) pognik (8) kek (16) thonking (6) prometheus (12) 😑 (7) 🇨 (19) 🇺 (20) 🇲 (22) 😩 (7) 💯 (12) 👍 (7) 😍 (8) 🇧🇩 (5) 

[9/29/2020 9:58 PM] bunnei
Early Access 1002:
- NVDEC emulation is enabled by default. This can be disabled by going to Emulation -> Configure -> Graphics and untick Use NVDEC emulation.

{Reactions}
🇵 (49) 🇴 (41) 🇬 (43) ↪️ (34) 🇪 (32) 🇷 (29) 🇸 (29) 🆗 (26) tegra (10) 🦈 (15) 🐟 (10) 🇩 (17) 🇦 (16) 🇧 (17) 💯 (18) 🇯🇴 (10) zelda (8) thinkplant (10) 🇫🇷 (15) 🇮🇹 (6) 

[10/9/2020 9:30 PM] epicboy.
Early Access 1013 -> 1026:
- NVDEC now renders games which previously did not render at all or crashed with NVDEC enabled (Note: VP9 games still exhibit artifacting, this is still undergoing development)
- Implement OpenDataStorageWithProgramIndex, used by RollerCoaster Tycoon 3
- Implement CUBE texture type: Used by Pikmin 3: Deluxe Demo.

{Reactions}
prometheus (36) 👍 (35) 💯 (22) 🎉 (18) yuzu_pumpkin (17) epicfish (7) 🇧🇷 (12) 🇧🇩 (4) vulkan (4) amd (5) 🇵🇹 (3) 🇫🇷 (6) 🇨🇺 (2) mjolnir 🇨 (4) 🇴 (3) 0️⃣ (4) 🇱 (4) 🇯🇴 yuzu_ani 

[10/16/2020 11:12 AM] morph_.
Early Access 1036:
- Improved stability in Fire Emblem Three Houses on Vulkan with recent Nvidia and AMD drivers
- Block VK_EXT_extended_dynamic_state for RDNA1 GPUs due to crashing issues
- Implemented nvhost_as_gpu::FreeSpace and BufferQueue::CancelBuffer and stubbed StoreOpenContext - Used in Super Mario 3D All-Stars
- Fixed CreateDirectory and DeleteFile - Fixes save creation in Hades
- Fixed a crash when BCAT is offline

Time Service changes, allowing for in-game real time editing of date and time in supported games via Custom RTC (Configure/System/Custom RTC) without closing your game or stopping emulation

This allows several advanced functions to work in supported games. For example:

- Advancing pokejobs to completion (Pokemon Sword/Shield)
- Changing raid den spawns (Pokemon Sword/Shield)
- Changing overworld Pokemon spawns (Pokemon Sword/Shield)
- In game date and time editing for time travel (Animal Crossing New Horizons)

NOTE: While this time travelling functionality was removed/patched in Pokemon Sword & Shield in update 1.2.0 on Switch, it will still function in yuzu as before

{Reactions}
❤️ (64) morph (23) ren (16) yuzu_ani (28) prometheus (23) this (18) 🇧🇩 (12) 🇯🇴 (9) ⏲️ (16) yuzu (25) 👍 (20) 🇧🇷 (24) O_ (17) 🇫🇷 (15) 🏳️‍🌈 (9) 🇩🇪 (14) 🇸 (10) 5️⃣ (10) 🇧 (12) 🇺 (11) 

[10/30/2020 6:01 PM] epicboy.
Early Access 1080 -> 1088:
 - Project Mjolnir Part 3: Thanks to the joint effort of @Morph and @Rei, we were graced with Part 3 of the Input rewrite efforts. Changes include: 
   - Working controller profiles
   - Fixes to performance issues seen on some controllers with rumble enabled 
   - Fixes to games where rumble did not work and overall more accurate rumble emulation
   - Various other input related quality of life changes.

- Improvements to GPU synchronization: Thanks to @bunnei, the emulated GPU code now sees more accurate synchronization mechanisms with async GPU/Multicore enabled. These fixes allow Super Mario Sunshine and Super Mario Galaxy to boot (although they do not render anything yet), and seems to fix crashes in Luigi's Mansion 3. 
(Note: due to the elusiveness of async/multicore bugs, it is difficult to confirm if any other crashing/softlocking has been fixed)

- @Rodrigo implemented FCMP immediate + register variant and partially implemented texture cube array shadow. These fix various rendering issues in Hyrule Warriors: Age of Calamity
- CPU's with 12+ threads will see more threads allocated for async shaders compilation

{Reactions}
❤️ (72) yuzu_ani (37) 🇳 (50) 🇮 (50) 🇨 (50) 🇪 (50) ren (12) tuxdab (14) 🎉 (18) 🇨🇱 (15) deepfried (14) 🇵 (20) 🇴 (20) 🇬 (20) O_ (16) 🇫🇷 (14) 🇧🇷 (26) 🇵🇹 (13) 🏳️‍🌈 (6) 🇲🇽 (8) 

[11/19/2020 5:22 AM] epicboy.
Early Access 1124:
- Improved downmixing for AudioRenderer(Should improve volume in some games)
- Fixed slow audio issues in games like Shovel Knight

Early Access 1126:
- Implement alpha test culling for Vulkan renderer. Fixes various graphical glitches such as the SSBU main menu elements.

{Reactions}
👏 (28) burgy (13) yuzu_ani (18) prometheus (12) deepfried (16) this (14) 🇴 (12) 🇰 (12) vulkan (9) log (6) 🍴 (10) 😩 (11) uncomfortable (7) intel (8) 😄 (6) mariodoubt (7) yuzu (7) 🇯🇴 (4) 🏳️‍🌈 (4) 

[11/19/2020 9:59 PM] bunnei
Early Access 1127:
- Fixes Animal Crossing: New Horizons latest update v1.6.0 with some stubs
- Minor improvement to rumble

{Reactions}
this (22) 👍 (21) 😎 (11) 🐻 (7) 🇵 (12) 🇴 (11) 🇬 (12) tuxdab (8) 🇧🇷 (9) yuzu (3) 🤜 (3) 🆒 (3) 🇪 🇯🇴 

[11/20/2020 11:36 AM] morph_.
Early Access 1131:
- Increased log file size limit to 100MB and added Extended logging option under `Debug` which increases the size limit to 1 GB (reset automatically when yuzu closes)
- Fixes to tooltips not showing up under the `Debug` menu

{Reactions}
lain2 (9) 💪 (15) smug (7) 👍 (10) 🐛 (5) thonking (7) deepfried (7) 🆗 (10) 🇧🇷 (12) this (6) kekflip (6) 🤣 (4) 🇪 (4) 🇯🇴 (2) 🇲🇽 🇪🇸 (3) 🌈 🇫🇷 

[11/21/2020 2:24 AM] morph_.
Early Access 1133:
- Added multiple UDP server support, allowing up to 8 different controllers to have motion support in yuzu at the same time
- Added native GameCube controller emulation, allowing support for analog triggers and GameCube controller prompts in certain games
- Note that analog triggers do not work yet, and native GameCube controller support is limited to a few games such as Super Smash Bros. Ultimate and Super Mario 3D All Stars

{Reactions}
❤️ (28) yuzu_ani (17) rodricool (13) amd (13) uncomfortable (5) intel (3) prometheus (2) chu (4) 🇯🇴 (4) zelda (3) 🇮🇱 (5) 🇫🇷 (5) burgy (2) 🅱️ (3) 🅾️ (3) 🇴 (2) 🇧 (3) 🇸 (3) 

[11/21/2020 2:26 AM] lioncache
:burgy:

{Reactions}
burgy (91) burgei (20) morph2 (13) 🇭 (14) 🇮 (13) 👉 (14) 👈 (14) ❣️ (12) morph (10) kekflip (13) kek (14) vulkan (5) chu (7) 🇧 (12) 🇺 (12) 🇷 (12) 🇬 (12) 🇾 (13) 🇯🇴 (5) 🇫🇷 (9) 

[11/23/2020 12:13 AM] rodrigo1643
Early Access 1144:
- Rewrite texture cache
- Fixes graphical issues on several games, including but not limited to: The Legend of Zelda: Breath of the Wild, Animal Crossing: New Horizons, Astral Chain, Super Mario Odyssey, Xenoblade Chronicles games, Splatoon 2, and Luigi's Mansion 3
- Improves performance on most titles

{Reactions}
tegra (31) 🇳 (51) 🇮 (49) 🇨 (51) prometheus (30) 🇪 (48) burgy (18) 🇧🇷 (19) burgei (12) 🏳️‍🌈 (9) 🏴󠁧󠁢󠁥󠁮󠁧󠁿 (7) 🇧🇩 (8) this (11) 🇨🇺 (7) 🇨🇴 (9) 💯 (8) 🇺🇸 (5) 🇲🇽 (3) 🤷‍♂️ (4) 🇫🇷 (10) 

[11/23/2020 12:14 AM] lioncache
:burgy:

{Reactions}
burgy (86) 🍔 (20) burgei (13) 🇧🇩 (7) 💪 (6) smug (5) 👍 (9) 🅾️ (6) 🇼 (7) 🇴 (7) 🇳 (6) 😋 (3) epicfish (4) 🇫🇷 (7) 🇯🇴 (4) 🇵 (4) 🔄 (5) 🇬 (2) kekflip morph 

[11/24/2020 7:50 AM] rodrigo1643
Early Access 1151:
- Fix regression in Cave Story when asynchronous GPU emulation is enabled, caused by the texture cache rewrite
- Properly implement non-preserving clears
- Add Vulkan barriers for blits on depth images, color blits have no barriers for now
- Add debug names on OpenGL objects when renderdoc or Nsight are attached

{Reactions}
this (11) merry (10) burgy (12) 🇵 (15) 🇴 (15) 🇬 (15) 🇨 (12) 🇭 (12) 🇦 (13) 🇲 (13) patreon (10) rodricool (5) 🇧🇩 (4) 🇮🇱 (6) 🇩🇿 (6) 🇫🇷 (5) 🇲🇽 (2) 🇯🇴 (4) lain2 🇵🇸 (3) 

[11/24/2020 9:56 AM] lioncache
:burgy:

{Reactions}
burgy (68) 🇧 (21) 🇺 (21) 🇷 (21) 🇬 (21) 🇾 (21) 🇿 (12) 🍟 (6) 🇵🇹 (3) qt (2) 🇧🇩 (3) 🇫🇷 (4) 🇮🇷 (4) 🇮🇱 (3) burgei (3) 🇯🇴 (6) this 🇵🇸 (3) 

[11/25/2020 12:50 AM] bunnei
Early Access 1156:
- Various kernel improvements, using 4-JITs instead of one per guest thread. This results in significant reduction in memory usage and performance improvements.
- Fixes several shutdown crashes.

{Reactions}
burgei (44) prometheus (32) burgy (32) 🇧🇷 (20) 🇨🇺 (6) 🇧 (20) 🇺 (16) 🇷 (18) 🇬 (18) 🇾 (18) 🇵 (15) 🇱 (14) 🇿 (15) 🇺🇸 (4) 🇧🇩 (6) 🇧🇬 (6) 🇲🇽 (6) yuzu (10) 🇮🇳 (5) 🇨🇭 (5) 

[11/25/2020 5:33 AM] lioncache
:burgy:

{Reactions}
burgy (68) deepfried (7) burgei (5) tuxdab (6) bowsdab (5) O_ (6) 🍴 (7) uncomfortable (5) smug (5) pikaban (4) 🇫🇷 (4) kappa (3) 👉 (6) 👈 (6) 🇯🇴 (5) 🇮🇱 (2) 🇦🇨 (2) 🇧🇬 (2) 

[11/26/2020 1:38 AM] rodrigo1643
Early Access 1159
- Fix image corruption on Pokémon Sword and Shield on AMD and Intel devices. Implement depth stencil blits with 3D rendering on devices lacking native support (AMD and Intel).
- Fix potential crash on Vulkan due to framebuffer pointer invalidations
- Add debug names to Vulkan when RenderDoc or Nsight are attached

{Reactions}
❤️ (25) burgy (24) vulkan (9) epicfish (7) amd (8) 🇲🇽 (4) 🇧🇩 (4) 🇧🇷 (12) lain2 (3) 🇫🇷 (5) intel (3) smug (4) prometheus (2) 👍 (3) 🇵🇭 (3) 🇮🇱 (2) 🇯🇴 (3) 🇵🇸 (3) 

[11/26/2020 7:15 PM] epicboy.
Early Access 1163
- NVDEC improvements: decoded video playback has been made far smoother, with nearly 0 frames being skipped/missed. This was a particular issue with VP9 streams. (Try SSBU's intro next time you fire up EA)
- Reintroduction of native GC input: Fixed an issue where triggers were not handled correctly
- Fixed a regression causing Bioshock 1/2 to no longer boot
- Fixed another regression causing BOTW 1.0.0 to softlock

Note: Link's Awakening video playback is very slow with the new NVDEC update, a workaround will be available in the next EA version

{Reactions}
burgy (46) bowsette (11) 🇧 (14) 🇺 (13) 🇷 (13) 🇬 (13) 🇾 (13) burgei (7) ea (8) prometheus (4) thonking (5) 🇧🇬 (6) 🇧🇩 (5) 🇵🇭 (7) 🇮🇱 (4) 🇯🇴 (2) 🇪 🇵🇸 (2) 

[11/26/2020 8:46 PM] rodrigo1643
Early Access 1164
- Fix transparent geometry on Xenoblade titles (Vulkan exclusive for now). Implement force early fragment tests on Vulkan.

{Reactions}
burgy (43) k_ (11) 🇴 (10) 🅾️ (10) 🇱 (10) O_ (6) lain2 (5) thonking (2) 🇮🇱 (5) mariodoubt (2) 🇵 (6) 0️⃣ (6) 🇬 (6) yuzu_pumpkin (2) 🚝 (2) 🛹 (2) 🥯 (3) 🐣 (3) 🚈 (3) 🚂 (2) 

[12/1/2020 3:25 PM] ognik
Early Access 1179
- Fixes slow audio in Unreal Engine games like Ark Survival Evolved, Hellblade: Senua's Sacrafice & Oceanhorn 2: Knights of the Lost Realm
- Fixes Delayed audio in all Lego titles

{Reactions}
🤞 (11) 👍 (19) 🇵 (20) 🇴 (20) 🇬 (20) 🇨 (19) 🇭 (19) 🅰️ (19) 🇲 (19) 🅿️ (19) 👀 (5) 🇮🇱 (7) 🇪🇬 (6) 🇧🇩 (5) burgy (10) 🇯🇴 (4) pognik (3) 🇩🇪 (6) smug (2) uncomfortable (3) 

[12/2/2020 3:07 AM] morph_.
Early Access 1181
Project Aether - Reimplementation of the web applet
- Fixes file not found errors in games such as Super Smash Bros. Ultimate
- Fixes font rendering in most games using system archive or open source fonts
- Fixes input in most games such as Bioshock Trilogy, Super Mario Odyssey, etc. Games with EULAs can now be played without a save file
- Introduces a Disable Web Applet button if you wish to disable the web applet for the current session. This is only intended for use in Super Mario 3D All-Stars or any games where input is not working
- There is a list of known issues detailed in the PR https://github.com/yuzu-emu/yuzu/pull/5042. Please report any issues there if you find them

{Reactions}
morph2 (23) 👀 (25) prometheus (13) 🇨🇭 (5) burgei (6) burgy (19) 🇵 (11) 🇴 (8) 🇬 (5) 🇷 (7) 🇳 (8) 🇫🇷 (10) 🇵🇭 (7) 🇧🇩 (3) 🇧🇷 (11) rebase 🇵🇸 (4) 🇩🇿 (4) 🇯🇴 (2) 🇷🇸 

[12/2/2020 3:07 AM] lioncache
:burgy:

{Reactions}
burgy (131) 🇧 (36) 🇺 (36) 🇷 (37) 🇬 (35) 🇾 (36) 🇲🇽 (10) 🇨🇦 (6) deepfried (8) 🔥 (9) burgei (9) 🇬🇧 (4) 🇫🇷 (10) 👎 (9) 🇦🇷 (6) 🇫 (6) 😫 (5) 🇧🇷 (14) yuzu (4) 🇩🇴 (5) 

[12/6/2020 8:07 PM] rodrigo1643
Early Access 1195:
- Windows' audio mixer will now remember its settings on subsequent launches of yuzu, instead of resetting to a volume of 100% relative to master
- Skip MSAA texture downloads. Fixes crashes on JUST DANCE 2020, Dark Souls: Remastered, and Metro Last Light/2033 Redux
- Allow texture aliasing on pitch linear images. Fixes the camera on The Legend of Zelda: Breath of the Wild on Normal and High accuracy.

{Reactions}
burgy (42) rodricool (14) 😎 (18) 👍 (21) prometheus (8) ❤️ (7) patreon (10) kek (13) kekflip (14) cappy (10) k_ (9) 🇧🇷 (16) 🇧🇩 (8) chu (4) 😫 (3) 🎥 (5) 🇵🇭 (6) 🇻🇳 (4) 🇫🇷 (5) yuzu_ani (5) 

[12/8/2020 10:14 PM] rodrigo1643
Early Access 1211:
- Fix pitch linear compressed images. This fixes a recent regression causing crashes or graphical glitches on Disgaea 5.

{Reactions}
😈 (14) pognik (11) kek (10) bowsdab (5) morph2 (5) O_ (6) burgy (17) uncomfortable (4) ❤️ (7) kekflip (7) tuxdab (9) k_ (5) prometheus (7) 😩 (7) intel (2) 🇴 🇧🇷 (12) 🇺🇸 (2) 🇧🇩 🇯🇴 (2) 

[12/9/2020 11:43 AM] morph_.
Early Access 1216:
- Migration to `std::filesystem` and hotfixes to the `CreateFullPath` and `CreateFile` implementations
- If you are experiencing issues with installing files, saving, etc with EA 1214/1215, please update to the latest version

{Reactions}
❤️ (23) burgy (18) pognik (7) 🇫🇷 (8) 🇴 (10) 🇰 (11) 🇻🇳 (5) tuxdab (6) chu (8) 😩 (5) 🏳️‍🌈 (7) 🇦🇷 (4) 🇵🇭 (5) 🇧🇩 (6) 👰‍♂️ (2) 🇯🇴 (4) deepfried 🇧🇷 (2) 

[12/18/2020 12:47 PM] morph_.
Early Access 1238:
- NVFlinger buffer queue management refactor. Fixes Katana Zero, Yoshi's Crafted World, Deltarune and potentially other games
- Updated Nintendo Extended OSS font to include more accurate glyphs and added the + and - button glyphs

{Reactions}
👌 (29) zelda (14) burgy (18) 🥵 (10) 🇫🇷 (13) 🍤 (7) 🏳️‍⚧️ (10) 🏳️‍🌈 (9) thonking (5) ⚔️ (5) tuxdab (4) 🇮🇷 (6) 🇯🇴 (9) 🇧🇷 (12) ❤️ (7) 🇺🇸 (4) yuzu (5) 🤌 (5) 🇮🇹 (2) 🇰🇵 (2) 

[12/21/2020 6:33 AM] bunnei
Early Access 1244:
- Moves HLE services to their own threads. Should improve boot perf by making filesystem access faster, and reduce lag with user input and audio.
- Also decouples asynchronous GPU setting from multicore, allowing these to be set independently of each other.

{Reactions}
❤️ (60) bunnei (25) yuzu (30) yuzu_ani (25) 🇧🇩 (9) 🇨🇴 (6) 🎄 (8) 🇵🇹 (8) 😩 (3) burgy (6) 🇨🇺 (4) 🇫🇷 (8) 🇧🇷 (13) 🇯🇴 (7) 🥖 mariodoubt (2) 🇧 (3) 🇺 (6) 🇷 (4) 🇬 (5) 

[12/21/2020 7:11 AM] morph_.
:burgei:

{Reactions}
burgei (93) burgy (62) 🇳 (26) 🇴 (27) 🇹 (27) 🇧 (29) 🇺 (28) 🇷 (29) 🇬 (28) 🇾 (29) 😠 (26) ⬇️ (17) 🇭 (6) 🇦 (8) 🇩 (6) 🇪 (7) 🇸 (6) 🇼 (7) 📧 (4) zelda (9) 

[12/29/2020 4:26 AM] fltobi
Early Access 1257: 
- Adds UI translation support to yuzu. You can now select an interface language in the settings. Go to <https://www.transifex.com/yuzu-emulator/yuzu/> if you want to help translating

{Reactions}
🎉 (26) 🇨🇭 (7) tuxdab (7) 🇳 (19) 🇮 (18) 🇨 (19) 🇪 (18) narr (7) thonking (4) yuzu_ani (6) 🇩🇪 (9) 💩 (8) burgy (8) 🇧🇩 (4) 🇮🇩 (2) 🇧🇻 (4) 😫 (6) 🇵🇹 (7) 🇻🇳 (3) 🇫🇷 (5) 

[12/30/2020 7:25 AM] morph_.
Next Mainline:
- Texture Cache Rewrite

{Reactions}
👍 (102) 💝 (42) yuzu_ani (24) 🤪 (21) 🇨🇺 (15) soontm (14) ren (12) burgy (21) vulkan (9) lain2 (12) O_ (9) 🇯🇴 (10) uncomfortable (10) 👉 (10) 🤌 (12) 🩲 (9) 🧂 (5) 😏 (7) 👌 (11) ❤️ (14) 

[12/30/2020 1:11 PM] lioncache
:burgy:

{Reactions}
burgy (108) 🥝 (7) 🇧🇩 (6) 🇧 (21) 🇺 (20) 🇷 (24) 🇬 (20) 🇾 (22) uncomfortable (6) morph2 (5) 😫 (2) this (4) pikaban (3) 👍 (3) ✅ (2) 🇯🇴 (6) 🇩🇰 (3) shaggy (3) 😳 (2) tea 

[1/4/2021 8:55 AM] morph_.
Early Access 1287:
- Fixed data race in buffer queue `queue_sequence` access. This fixes games randomly freezing/crashing when requesting to acquire a buffer slot
- Ignore texture views on Intel/AMD GPUs with OpenGL as a workaround for their broken drivers
- Rotate the previous log file to `yuzu_log.txt.old`. This prevents accidentally overwriting the previous session's log file when requested for support.

{Reactions}
💯 (40) 👍 (30) toast (6) burgy (20) zelda (7) yuzu_ani (18) 🇧🇩 (5) 🏳️‍⚧️ (12) 🏳️‍🌈 (8) 🇫🇷 (7) 🇧🇷 (15) 😩 (4) 🇵🇭 (5) 🇨🇱 (6) 🇯🇴 (6) 🇨🇦 (3) 🥚 (2) 🇵🇪 (3) tuxdab 🇵🇹 (5) 

[1/8/2021 5:59 PM] narr_the_reg
Early Access 1297:
- Added multitouch support for keyboard and touch screens

{Reactions}
👀 (48) 🤭 (17) yuzu_ani (16) 🥳 (10) 🇧🇩 (9) this (13) ⌨️ (13) 🖱️ (12) 🇳 (8) 🇦 (9) 🇧 (14) 🇨 (16) 🇷 (15) 😢 (11) burgy (10) 😩 (8) 👉 (12) 👈 (12) 🫂 (7) kekflip (6) 

[1/17/2021 2:21 AM] rodrigo1643
Early Access 1332:
- Rewrite the buffer cache
- Performance improvements on most games, noticeable on SUPER MARIO ODYSSEY, Xenoblade titles, The Legend of Zelda: Breath of the Wild, and more*
- Fix invisible fonts on non-Nvidia OpenGL renderers on Animal Crossing: New Horizons, and SUPER MARIO MAKER 2
- Fix vertex explosions on non-Nvidia OpenGL renderers on OCTOPATH TRAVELER

* Some systems may have performance regressions that are currently being investigated

{Reactions}
burgy (51) prometheus (15) 🍓 (11) 🇨🇭 (6) 🇧🇩 (6) 🇫🇷 (10) 🏳️‍🌈 (6) 🏳️‍⚧️ (6) ⚧ (4) 🇩🇴 (6) 🇧🇷 (13) 🇻🇳 (5) 🇪🇸 (5) thisisfine (5) 🤌 (4) 🍕 (6) 🇵🇹 (3) cappy (5) 🇷🇺 (5) ❤️ (5) 

[1/17/2021 2:21 AM] lioncache
:burgy:

{Reactions}
burgy (66) 🇧 (24) 🇺 (21) 🇷 (22) 🇬 (23) 🇾 (24) chu (4) burgei (5) thisisfine (2) tuxdab (2) hong (3) 🇧🇩 (4) 🇧🇷 (5) 🇵🇹 (4) 🇯🇴 

[1/17/2021 8:02 PM] rodrigo1643
Early Access 1333:
- Fix regression on Pascal GPUs (Nvidia 10x0 series) on Vulkan, caused by an API validation error

{Reactions}
vulkan (25) toast (7) nvidia (17) burgy (10) 🇬🇷 (3) 🇨🇦 (2) 🇫🇷 (3) 🇯🇴 🇯🇵 (2) 

[1/17/2021 11:38 PM] rodrigo1643
Early Access 1335:
- Implement a new stream buffer for Vulkan on top of the staging buffer pool*
- Port fast uniform buffer updates from OpenGL to Vulkan, this should improve performance on all vendors

* The stream buffer uses a dedicated, contiguous memory allocation for small buffer uploads, aiming to reduce memory fragmentation and improve locality

{Reactions}
💝 (6) 🇧 (11) 🇨 (10) 🇷 (12) ❤️ (8) yuzu_ani (6) burgy (12) 🇨🇦 (3) 💯 (4) 🤩 (6) 🇺🇸 (3) 🏳️‍🌈 (3) 🏴󠁧󠁢󠁳󠁣󠁴󠁿 (2) 🇮🇩 (3) 🇧🇩 🚹 (3) 🚺 🇨🇭 (2) 🇫🇷 (2) 🇯🇴 (2) 

[1/18/2021 1:06 AM] rodrigo1643
Early Access 1336:
- Fix Vulkan regression introduced by the stream buffer changes on games using quad arrays (e.g. Fire Emblem: Three Houses)

{Reactions}
🏳️‍🌈 (12) zelda (9) vulkan (7) 🇧🇩 (3) yuzu (13) prometheus (6) 🇨🇱 (5) lain2 (3) yuzu_ani (5) 🇵🇹 (5) 🚹 (4) 🚺 (2) burgy (8) 🍆 (7) blyat (3) 🇫🇷 (3) 👍 (5) 🇩🇪 (2) 🇧🇷 (9) 

[1/18/2021 11:23 PM] rodrigo1643
Early Access 1341:
- Fix recently introduced memory crashes on Fire Emblem Three Houses (we now detect guest stream buffers heuristically), affecting Vulkan, and OpenGL when assembly shaders were enabled
- Fix an issue where cheat mods can potentially crash a game at boot (ACNH, SMO & MHGU)
- Make GLSL the default shader compiler for OpenGL
- Reduce GPU usage by up to 80%, resulting in better performance, in "Cadence of Hyrule: Crypt of the NecroDancer featuring The Legend of Zelda"

{Reactions}
burgy (43) 💝 (14) yuzu_ani (20) prometheus (9) 🏳️‍🌈 (7) vulkan (5) blyat (8) 💖 (10) 🇮🇷 (4) 🇵🇹 (7) 🇹🇼 (4) 🇧🇩 (5) 🇼🇸 (4) 🇧🇷 (18) 🇮🇩 (3) 🇩🇴 (5) 🇫🇷 (7) 🏳️‍⚧️ (3) ⚧ (2) 🤌 (6) 

[1/23/2021 7:43 AM] rodrigo1643
Early Access 1358:
- Fix crash on Astral Chain cutscenes introduced by the buffer cache rewrite*
- Fix vertex explosions on Zombie Panic in Wonderland DX by flushing the destination on DMA buffer copies
- Fix Vulkan freezes on loading screens when the stream buffer overflows (affected several games like Breath of the Wild and Luigi's Mansion 3)
- Fix black screen issues on games using direct access to constant buffers on a high offset on GLSL (affecting MissileDancer and Undertale)

* Vulkan will still crash on Astral Chain due to another issue currently being worked on

{Reactions}
lain2 (15) 🆗 (12) burgy (18) vulkan (8) thisisfine (3) 🇧🇩 (4) 🇧🇷 (7) 🇫🇷 (2) 🇯🇴 

[1/23/2021 8:37 AM] rodrigo1643
Early Access 1359:
- Fix Vulkan crash on games using the unimplemented VertexA shader stage with descriptors. This affects World of Final Fantasy Maxima, the game still won't render until we reimplement this shader stage.

{Reactions}
burgy (32) vulkan (6) 🇧 (8) 🇺 (10) 🇷 (10) 🇬 (7) 🇪 (9) lain2 (6) 🏳️‍🌈 (3) uncomfortable (3) 🇧🇩 (2) 😫 (5) 😍 (2) morph2 (2) 🇧🇷 (4) 🇫🇷 (2) 🇯🇴 

[1/23/2021 9:19 PM] rodrigo1643
Early Access 1365:
- Implement null index buffers on Vulkan. Fixes a crash on Astral Chain Vulkan.
- Blacklist Intel's proprietary driver from using float 16 math in shaders. Fixes a crash on Astral Chain on Intel GPUs.

{Reactions}
👍 (13) 🇰 (9) 👌 (9) 🇩🇪 (12) burgy (9) 🤌 (3) 🍕 (2) 🇧 (6) 🇺 (4) 🇷 (5) 🇬 (4) 🇪 (5) 🇾 (5) nvidia (2) thisisfine intel (2) 🇧🇩 (2) 🇧🇷 (6) 🇫🇷 🇯🇴 (2) 

[1/24/2021 1:04 AM] epicboy.
Early Access 1366 :
- Fixes many NVDEC related svcBreaks/softlocks. Most notably in the Pokemon Let's Go intro cutscene and Pokemon Sword & Shields post championship battle. These games can now be considered fully playable

{Reactions}
burgy (29) yuzu_ani (24) epicfish (7) 🍆 (15) 🇦🇺 (3) sanic (5) pognik (5) 🇮🇩 (6) 🇧🇷 (7) pikaban (6) 😿 (2) 🇹🇼 (2) vortex (2) nvidia (2) 😎 (4) 🇵 (4) 🇴 (2) 🇬 (3) 🇩🇴 (3) 🇧🇩 (3) 

[1/24/2021 3:26 PM] ognik
Early Access 1369

- Implements FlushAudioOutBuffers. Fixes Devil May Cry 1, 2 & 3 crashing after intro video. These games are now considered playable

- Implement remaining services for Stereo Vision. Allows VR modes to work in Super Mario Odyssey and The Legend of Zelda Breath of the Wild (NOTE: Tablet motion input is currently not implemented, so these modes are not 100% functional)

{Reactions}
👁️ (17) burgei (11) burgy (21) 👍 (9) pognik (7) uncomfortable (6) 🇧🇩 (5) kek (3) 6️⃣ (6) 9️⃣ (4) 🇧🇷 (9) 🇫🇷 (3) 🇯🇴 (2) 

[1/24/2021 3:28 PM] morph_.
:burgy:

{Reactions}
🤢 (19) burgy (77) burgei (13) 🇬 (8) 🇷 (7) deepfried (4) 🇸 (9) 🇵 (10) 🇦 (8) 🇲 (9) 😫 (4) 🇧🇩 (4) 🇧 (4) 🇺 (5) 🇳 (5) 🇩🇪 (8) 👎 (5) 🇧🇷 (8) 👍 (3) 🙃 (3) 

[1/24/2021 11:10 PM] rodrigo1643
Early Access 1371
- Fix rendering in Xenoblade games on Vulkan, and any other game using indexed quads

{Reactions}
burgy (45) vulkan (15) yuzu_ani (11) 🇵🇭 (12) bunnei (8) burgei (8) 🍋 (8) 🇧🇩 (6) tuxdab (5) rei (7) 🇧🇷 (11) 🇩🇪 (7) 🇨🇴 (2) 🇫🇷 (7) 🇯🇴 (3) 

[1/27/2021 1:33 AM] bunnei
Early Access 1384
- Fixes a performance bottleneck in Dynarmic that caused many games to run at 2-3 FPS.

Such games include (but likely not limited to): Absolute Drift, Angry Video Game Nerd 1 & 2 Deluxe, Cecconoid, Cobra Kai, Dustoff Z, Fight, Foregone, Gleamlight, JDM Racing 2, Johnny Rocket, Jump the Rope, Monster Hunter Rise Demo (note -- this game has other issues preventing it from being playable),  My Hidden Things, PHOGS!, Roah, Shing, Spiritfarer, Supper Robot Wars, and Windbound.

{Reactions}
👌 (45) 🇮🇩 (9) O_ (16) burgei (13) patreon (8) 🇨🇱 (11) yuzu (8) 🇧🇩 (6) 🇷 (8) 🇮 (10) 🇸 (10) 🇪 (10) 👀 (7) burgy (10) ❣️ (3) 🇧🇷 (12) 😫 (4) 🇭🇺 (5) 🇩🇪 (6) 🍞 (4) 

[2/1/2021 9:09 AM] morph_.
Early Access 1403

- Fixes broken/distorted audio in Animal Crossing New Horizons & Fire Emblem Three Houses (Most noticeable on character voices)

{Reactions}
👀 (51) yuzu (25) 🇵 (29) 🇴 (30) 🇬 (28) rei (7) 🇫🇷 (9) kekflip (7) burgy (7) pognik (4) chu (5) uncomfortable (4) 😒 (8) ❤️ (15) blyat (7) 🇺🇦 (5) 🇵🇱 (4) tuxdab (6) 🗓️ (3) 🤬 (4) 

[2/8/2021 5:14 AM] epicboy.
Early Access 1424
- Fix BGR texture rendering on OpenGL. Various titles with swapped Red/Blue color issues, such as `Octopath Traveler`, `Pokkén Tournament`, and `Dragon Quest XI`, are now fixed.
Note: This fix will not apply to the AMD Windows OpenGL driver due to their lack of support for swizzling on texture views.

- Add Mouse panning support. After mapping the mouse to an analog stick, pressing `F9` will lock the cursor to the center of the screen. This is useful to control the camera in games as if they were a native PC game.

{Reactions}
😳 (44) epicfish (22) amd (15) prometheus (15) thonking (8) log (10) burgy (15) bluemetheus (14) 👍 (18) burgei (6) 🇵 (9) 🇴 (11) 🇬 (10) 🇧🇷 (11) 🇩🇪 (3) 💩 (4) 🇯🇴 (2) 

[2/10/2021 11:22 AM] ognik
Early Access 1440

- Implements CAL & RET instructions within our shader engine. This fixes several rendering issues in Hyrule Warriors Age of Calamity on OpenGL and Vulkan. Also fixes much of the broken graphics in DRAGON QUEST XI S: Echoes of an Elusive Age.

NOTE: Due to issue with decompiling shaders, Hyrule Warriors Age of Calamity is still not playable

{Reactions}
prometheus (31) 😔 (31) pognik (7) 🐊 (7) burgy (11) 👍 (10) burgei (5) 😛 (5) 🇦🇷 (6) 🇫🇷 (7) 💩 (7) uncomfortable (5) thisisfine (4) rei (4) 🇯🇴 (3) 🇧🇷 (8) 🏳️‍🌈 (2) 💳 (2) 

[2/12/2021 1:01 AM] ognik
Early Access 1443

- Implement I3dl2Reverb. This most notably fixes the voices in Fire Emblem Three Houses

{Reactions}
💝 (31) pognik (20) 🔉 (13) blyat (12) prometheus (11) yuzu (13) ❤️ (11) this (10) cpp (6) soontm (8) 😀 (8) 👍 (14) 💩 (8) 🇯🇴 (8) burgy (12) tuxdab (7) 🇧🇪 (5) zelda (5) bunnei (3) korbo (4) 

[2/13/2021 6:29 AM] morph_.
Next mainline:
- Buffer Cache Rewrite

{Reactions}
🫑 (28) 😋 (39) burgy (36) rodricool (11) mariodoubt (13) vulkan (10) shaggy (14) yuzu (21) soontm (9) 🙏 (19) 👍 (17) yuzu_ani (10) 😲 (9) 🥑 (6) 🇲🇽 (5) 🇧🇷 (14) bluemetheus (6) 🇮🇹 (7) 🤌 (6) 🍕 (7) 

[2/14/2021 2:43 AM] epicboy.
Early Access 1457

- Implements GPU accelerated ASTC texture decoding using compute shaders. Greatly decreases ASTC decoding stutter and slowdowns in games using this format, such as: `Astral Chain`, `Luigi's Mansion 3`, `Animal Crossing New Horizons`, `Super Mario Odyssey`, and `The Legend of Zelda: Link's Awakening`. 

- Additional fixes for the OpenGL BGR issues (Inverted Red/Blue colors). More titles now properly render these textures, and support for AMD and Intel GPUs on Windows has been added.

- Fixes the Y-Comm crash/freeze in Pokemon Sword and Shield (Occurs when you press the Y button)

{Reactions}
burgy (47) vulkan (9) patreon (10) O2 (9) O_ (12) epicfish (11) 💝 (14) hong (11) bluemetheus (8) prometheus (9) 💘 (6) sharex (5) 🇧🇷 (8) 👍 (8) 🇫🇷 (5) 🇯🇴 (6) tea (2) cpp (3) bowsette (3) 💯 (3) 

[2/14/2021 8:11 AM] bunnei
Early Access 1458

- Improves mouse binding to analog sticks -- expect more natural movement and better responsiveness. Playing Switch games with a mouse has never been better! (<https://github.com/yuzu-emu/yuzu/pull/5929>).
- Improves the experience with Pokemon Sword/Shield when pressing 'Y', no longer prompting with an error message (<https://github.com/yuzu-emu/yuzu/pull/5920>).
- Slight performance improvement with the Vulkan renderer (PR <https://github.com/yuzu-emu/yuzu/pull/5923>)).

{Reactions}
yuzu_ani (56) pognik (14) prometheus (9) 🇧🇷 (27) deepfried (7) 🇮🇩 (8) burgy (12) burgei (9) 👍 (12) 🇭🇺 (6) 💯 (5) 🇫🇷 (6) 🇯🇴 (6) 🖱️ (3) 💩 (4) shaggy (4) whip (2) 😕 (3) 🇷🇺 (4) yuzu (3) 

[2/28/2021 2:03 PM] morph_.
Early Access 1489

Core changes:
- Significantly reduces memory usage in Pokemon Sword & Shield (Several additional fixes are being worked on tho improve this further)

Mouse changes:
- Changes the mouse panning hotkey to `CTRL & F9` to reduce the occurrences of accidental pressing. (This can be reconfigured from the General/Hotkeys section)
- Mouse will no longer be auto hidden upon enabling mouse panning, users must also enable `Hide mouse on inactivity` from the Configure/General settings tab for this behavior
- Mouse panning will now auto disable when you close the emulator
- Controller mapping now allows you to use mouse thumb buttons (Forward and backward) for input mapping (Note: Previous mouse mapping needs to be updated for the new mouse click indexing)

{Reactions}
thonking (20) yuzu (29) yuzu_ani (10) yuzu_pumpkin (7) patreon (6) kekflip (11) kek (10) mariothonk (5) kappa (4) tea (5) O_ (6) 🤰 (8) 🇾 (8) 🇺 (9) 🇿 (8) 🇻 (9) burgy (14) 🇦🇷 (6) tuxdab (4) 👍 (11) 

[3/2/2021 9:29 AM] morph_.
Early Access 1495

- Heuristically skips cache on uniform buffers. Improves performance in Animal Crossing New Horizons by up to 55% on the Vulkan API

{Reactions}
🗿 (27) 🥴 (21) 🇯🇴 (8) 👍 (26) 💯 (18) 📈 (16) nvidia (5) breadfish (7) thisisfine (6) 🇧🇩 (6) vulkan (7) whatsthis2 (6) 🥛 (7) 🎵 (5) burgy (12) amd (8) 😵 (16) 🥰 (14) yuzu (18) 🇫🇷 (9) 

[3/5/2021 11:23 AM] ognik
Early Access 1502

- Rework dummy threads. Fully fixes a memory leak affecting Pokemon Sword & Pokemon Shield.

{Reactions}
yuzu (69) 🪣 (13) 💦 (21) 😩 (16) blyat (9) 🚰 (7) burgy (11) 🦈 (8) 😋 (6) 🇯🇴 (6) smug (9) thinkplant (5) burgei (6) O_ (7) 🥰 (4) 🇦🇷 (5) 🇭🇺 (4) 🇧🇷 (10) hong kekflip 

[3/7/2021 1:42 AM] narr_the_reg
Early Access 1508

- Adds support for Mouse and Keyboard button ON/OFF toggles. Setting an input to toggle on a key press will keep that input held until the key is pressed again (Buttons toggle instead of having to be held down) 

(This toggle functionality is enabled by using `Right Click/Toggle button` on any input. Inputs set to the toggle state will be marked with the ~ prefix)

{Reactions}
tuxdab (23) narr (16) 🎉 (11) 🇩🇪 (8) 👍 (12) 🇨🇱 (7) burgy (7) thonking (5) yuzu (6) 🇭🇳 (2) 🇧🇷 (13) 🇫🇷 (8) tea (3) 🐭 (4) 🔑 (2) 📋 (2) 🇦🇷 (3) 🇹🇷 (6) 🇯🇴 (2) zelda 

[3/11/2021 5:19 AM] morph_.
Early Access 1514

- Fixed GetClockSnapshot and CalculateSpanBetween implementations. This fixes the timers in Super Smash Bros. Ultimate's Spirit Board.

{Reactions}
⏲️ (49) burgy (32) 😋 (10) 🇮🇳 (15) O_ (6) shaggy (9) 🇧🇷 (23) yuzu (15) 🇺🇾 (9) 🇦🇷 (9) 🇸🇪 (5) 🇧🇩 (5) 👍 (11) 🇯🇴 (6) ren (2) 👩‍❤️‍💋‍👩 (3) thisisfine (4) 👁️ (2) soontm Unknown Emoji (12) 

[4/1/2021 1:39 PM] morph_.
Early Access 1542

- Xbox 360 and Xbox One controllers are named within the list of input devices instead of "XInput Controller"

NOTE - We are looking into the detection of emulated 360 controllers and naming them appropriately. (Apps like DS4Windows & BetterJoy emulate the 360 pad, and display as "Xbox 360 Controller" at the moment)

{Reactions}
burgei (25) morph2 (8) 🇧🇷 (13) ea (6) 💩 (10) burgy (10) 🇸 (19) 🇭 (17) 🇦 (18) 🇱 (18) 🇴 (19) 🇲 (15) 🇮🇱 (10) lain2 (2) thisisfine (3) pognik chu (3) 🇺🇸 (5) 🇯🇴 (3) 🇵🇸 (3) 

[4/2/2021 4:02 AM] bunnei
Early Access 1546

- Fixed intermittent slowdowns that occur with recent updates of Super Smash Bros. Ultimate.
- This may improve other games that have similar JIT-related slowdowns.

{Reactions}
🧙‍♂️ (22) burgy (29) burgei (9) sanic (8) prometheus (8) tuxdab (7) thonking (4) mariodoubt (3) 🇴 (7) 🇼 (7) 🅾️ (6) 🇯🇵 (4) bunnei (3) andydab (4) 🔥 (7) 🇧🇷 (10) 🇮🇱 (4) 🤝 (4) 🇺🇸 (3) 🇵🇸 (3) 

[4/5/2021 12:18 PM] morph_.
Early Access 1559

- Fixes persistent, random framerate drops in The Legend of Zelda Breath of the Wild on all updates 1.3.0 or newer (1.3.0 - 1.6.0) May also solve JIT related slowdowns in other titles

NOTE: Since this was a serious, core emulation problem, this fix has also been added to mainline with immediate effect

{Reactions}
burgei (22) sanic (20) yuzu (44) 🇳 (30) 🇮 (30) 🆒 (35) 🇪 (30) burgy (15) deepfried (12) 👍 (22) 🇧🇭 (9) 😩 (12) 💦 (9) 🧙‍♂️ (9) 🇧🇷 (22) amd (5) soontm (5) O_ (4) 😱 (5) ❤️ (14) 

[4/18/2021 12:54 PM] morph_.
Early Access 1612

- Games can now be marked as favorites in the games list, simply right-click and click on "Favorite" to put your favorite games at the top of the games list

- Fixes a softlock that occurred when closing the controller selection applet in Mario Kart 8 Deluxe local multiplayer modes

NOTE: This fix has also been merged to mainline builds

{Reactions}
🎉 (19) 👹 (3) 🇵🇹 (7) 🇩🇪 (7) prometheus (3) 🇧🇩 (3) pognik (3) thonking (4) 🇧🇷 (12) 🇰 (3) 🇪🇦 (5) 🇵🇸 (7) 😻 (2) burgy (5) 🚮 (5) 🇵🇪 (3) 🇮🇷 (2) 

[4/20/2021 12:58 PM] morph_.
Early Access 1615

- Fixes yet another time service command (GetClockSnapshotFromSystemClockContext), allowing games such as Super Kirby Clash and 妖怪ウォッチ4 (Yo-Kai Watch 4) to boot and get in-game.

{Reactions}
😛 (19) 👍 (25) kirbcube (9) this (5) tuxdab (3) 🇧🇭 (2) 🇧🇩 (2) 🇩🇪 (5) prometheus (2) 🥳 (3) bowsette (3) mariothonk (2) 🇮🇹 (5) burgy (7) 🇧🇷 (12) 🚮 (3) 🇪🇸 (3) 🇵🇸 (3) morph2 🇷 

[4/29/2021 1:22 PM] morph_.
Early Access 1615 -> 1639

- Fixed a crash in *Moon: Remix RPG Adventure* caused by a regression due to the texture cache rewrite

- Set a default resource size when no NPDM is present, allowing for homebrew to boot more consistently

- Fixed the button hint scaling on the software keyboard applet, now they properly scale with the rest of the keyboard elements

- Vulkan: Swap R and B channels of the `A1B5G5R5_UNORM` texture format, fixing the swapped red and blue colors in games such as *Pokemon: Let's Go, Pikachu/Eevee* and *Shantae: Risky's Revenge - Director's Cut* to now render with correct colors 

- Changed the default keyboard bindings to ones based on RPCS3's keyboard bindings

- Introduced an initial implementation of motion in "VR mode", used in games such as *Super Mario Odyssey*, *Captain Toad Treasure Tracker*, and much more

- Fixed a use-after-free in the web applet, resolving crashes seen by some users when trying to load web applets in games such as *Super Smash Bros. Ultimate*

{Reactions}
👀 (24) 💯 (12) 👍 (16) ❤️ (8) kirbcube (3) burgy (8) smug (3) hong (4) 🇧🇷 (11) 🇧🇩 (2) 🇵🇸 (4) 🇧🇭 (4) this (3) 🎳 (3) 🇧🇬 (3) 🥲 (2) yuzu (3) vulkan zelda (3) 🇰🇷 

[5/1/2021 2:47 PM] blinkhawk
Early Access 1644

- Fixes saving/loading in New Pokemon Snap

NOTE: For Pokemon photo detection, you need to use OpenGL w/ Assembly Shaders at High GPU accuracy, or Vulkan with Extreme GPU accuracy

{Reactions}
🇳 (23) 🇮 (19) 🇨 (19) burgy (6) 🇧🇭 this (4) tea 👌 (3) kek (4) 👍 (9) 🇧🇩 (2) 🎉 mariodoubt 🚮 (3) 🤮 (4) amd (3) 😍 (4) 🇪 (10) 🇷 

[5/1/2021 6:11 PM] morph_.
Early Access 1646

- Hooks up Gesture commands to our Touchscreen input option

NOTE: If you find your on screen cursor stuck in one place on New Pokemon Snap, please disable "Touchscreen" in Controls/Advanced.

{Reactions}
yuzu (23) 😳 (9) burgy (12) tea (3) vulkan (3) 🇳 (5) 🇮 (5) 🇨 (5) 🇪 (5) rodricool (2) O_ (2) 🇧🇷 (6) 

[5/3/2021 3:28 AM] morph_.
Early Access 1650

- Improves the accuracy of gesture touch support/implements multi finger gestures

- Allows touch gestures to be utilized when in docked/fullscreen modes

NOTE: This fixes the on screen cursor in New Pokemon Snap. If you disabled "Touchscreen" in Controls/Advanced, it can be now be enabled safely

{Reactions}
😳 (15) 👉 (19) 👈 (19) tuxdab (3) 🇧🇩 (6) 👍 (10) no_u (6) 🐭 (3) 🇧🇭 (2) this (5) kekflip (2) zelda (2) 🇧🇷 (8) burgy (3) 

[5/6/2021 3:52 AM] morph_.
Early Access 1660

- Implement native motion using SDL. Cemuhook UDP motion server providers like DS4Windows are no longer needed for controllers that support motion.

NOTE: Native motion with Nintendo Switch Controllers such as Joycons and the Pro Controller is not supported yet in SDL.

{Reactions}
burgy (28) yuzu_ani (21) narr (16) 👏 (14) prometheus (13) thonking (7) this (6) 🇧🇭 (5) yuzu (12) 💩 (4) chu (4) 👀 (3) 🎳 (3) smug (3) 🇧🇷 (9) 

[5/8/2021 5:22 AM] epicboy.
Early Access 1663

- Create VI Layers when they're queried but not found. Fixes intro video softlock in `Shantae`.
- Properly handle out-of-bound texture blits. Fixes "stair-stepping" texture corruption found in some games such as `Shantae`, `Werewolf Princess Kaguya`, and `Fire Emblem Shadow Dragon`

NOTE: `Shantae` requires assembly shaders to be disabled to properly render.

{Reactions}
tuxdab (7) burgy (10) yuzu_ani (6) 🍞 (4) 🇧🇭 (4) this (3) kek (6) tea (3) mariodoubt (2) 

[5/8/2021 8:22 AM] morph_.
Early Access 1664

- Migrate the Common Filesystem interface to C++17's `std::filesystem`, removing all the old code left over from Citra. This also fixes *Super Mario Odyssey* and *Super Smash Bros. Ultimate* loading the incorrect saves when multiple user profiles are present.

{Reactions}
citra (26) this (8) yuzu_ani (9) burgy (9) thonking (5) 👏 (3) mariodoubt (2) 

[5/8/2021 9:48 AM] morph_.
Early Access 1665

- SDL2 external updated to latest master build. This improves support for Nintendo Switch Controllers such as Joycons and Pro Controller.

NOTE: Due to using a non-release version of SDL, several instabilities may occur

{Reactions}
yuzu (29) kirbcube (11) kek (11) burgy (5) hong (4) soontm (3) 👍 (4) 🇨 (3) 🇺 (3) 🇲 (3) mariodoubt (2) deepfried (2) 

[5/11/2021 8:34 PM] bunnei
Early Access 1674
Mainline 618

- Fixes many regressions reported in the last few days, including: Pokemon Let's Go boot hang, Pokemon Sword/Shield crashes after several minutes of gameplay, New Super Mario Bros. U Deluxe crash, and probably more.

Sorry for the trouble here and please let us know if you experience any more issues like this.

{Reactions}
👍 (59) yuzu_pumpkin (9) zelda (6) inklingD (6) yuzu (16) tea (5) octolingFeels (4) morph (5) 🇨🇺 (3) O_ (4) mariothonk (3) 🚮 (4) epicfish (4) cappy (3) 🇧🇬 (3) 🇳 (3) 🇵 (4) 🇧🇷 (8) burgy (5) mariodoubt (3) 

[5/15/2021 1:57 PM] morph_.
Early Access 1682

- Fixes analog stick not working after mapping manually
- Fixes controller related crashes that could occur on pad disconnection

{Reactions}
O_ (20) ⬆️ (10) 👍 (15) whatsthis2 (5) kirbyknife (6) thonking (7) 🇧🇷 (14) yuzu (6) burgy (5) 🇳 (11) 🇮 (11) 🇨 (11) 🇪 (11) 🇫🇷 (5) prometheus (3) shaggy (2) 👉 (4) 👈 (2) 😳 (2) mariodoubt (2) 

[5/16/2021 7:42 PM] epicboy.
Early Access 1690

- Enforces Kernel Resource Limits, fixing a long standing memory leak in `Pokemon Sword and Shield`, and likely other titles with similar leaks. (Needs more testing)
- Forbids null buffers from bypassing the fast uniform bind condition. Fixes a crash that can occur in `New Pokemon Snap` when the player is teleporting after completing a stage.
- Improvements to the FPS counter. It now updates every 500ms and provides more accurate metrics.
- Fixes the title bar not indicating the installed version of the game currently running. (The infamous dot in the mainline title bar is also resolved)

{Reactions}
prometheus (48) 👍 (40) bam (6) 🇧🇩 (4) 🍞 (5) yuzu_ani (17) whip (3) 🏹 (7) 🦉 (5) ⚫ (7) 🛴 (5) 📡 (5) 🇨🇦 (7) ⌛ (4) 😎 (7) 🦤 (5) 👀 (8) 🐳 (3) 🤔 (3) 🪑 (5) 

[5/27/2021 7:54 PM] rodrigo1643
Early Access 1716

- Allow Vulkan's memory allocator to create and use non-device local memory allocations (shared memory). This extends the lifetime of Vulkan sessions.

{Reactions}
vulkan (55) 📈 (46) burgy (21) rodricool (13) 🎳 (10) octolingPog (11) octolingLove (9) kekflip (15) 💩 (17) uncomfortable (13) chu (15) k_ (8) yuzu (20) shaggy (10) thonking (10) 🤬 (9) 🤢 (10) 🤮 (11) hong (7) smug (7) 

[6/5/2021 5:49 AM] bunnei
Early Access 1753

- Fixes softlocks/crashes in Pokken Tournament (this was due to a recent regression).
- Fixes a crash on close that was due to a threading issue with user input.

{Reactions}
bunnei (27) 🎳 (4) yuzu_ani (16) 🇨🇦 (7) thonking (4) burgy (6) burgei (4) tuxdab (3) kirbcube (2) 🇷🇺 (4) tea (7) morph (3) bowsdab (2) 🇧🇩 (4) flame (2) 👍 (3) thisisfine (4) yuzu (7) 🦥 (3) 😴 (4) 

[6/7/2021 1:25 PM] blinkhawk
Early Access 1759
- A fix for Pokemon Sword & Shield crashes has been added.
- Fastmem has been released, people with slower CPUs should get a significant boost in performance in many games. (For Windows, only Windows 10 since build 1803, please update Windows 10).

{Reactions}
yuzu (64) 💪 (37) yuzu_ani (22) burgy (8) 👍 (18) prometheus (13) 😐 (10) blyat (6) octolingPog (7) 🇫 (31) 🇦 (28) 🇸 (29) 🇹 (29) 🇲 (26) 🇪 (26) Ⓜ️ (23) 🇧🇩 (3) this (9) sanic (7) mariodoubt (6) 

[6/9/2021 2:43 AM] bunnei
Early Access 1767
Mainline 648

- Fixes another recently reported crash/hang with Pokemon Sword & Shield, which could randomly occur after playing these games for several minutes.

{Reactions}
yuzu (44) kekflip (22) 🪑 (4) uncomfortable (5) 🇨🇦 (3) this (8) 🤦‍♂️ (7) inklingWhy (6) 👍 (9) octolingLove (4) 🇧🇩 (2) 🗡️ (4) yuzu_ani (2) 🇧🇷 (9) 🇧 (3) 🇺 (3) 🇷 (3) 🇬 (3) 🇾 (3) tea (4) 

[6/13/2021 10:33 AM] morph_.
Early Access 1784

- Fixes the softlock while loading Xenoblade Chronicles 2 with DLC enabled

{Reactions}
prometheus (34) 👏 (25) bluemetheus (9) tea (10) 😳 (11) smug (8) yuzu (15) 🇧🇷 (11) pognik (8) 👍 (8) hong (4) thisisfine (4) reimu (5) 🤓 (3) octolingPog (4) this (5) O2 (3) burgei (6) 🇩🇪 

[6/14/2021 3:06 PM] blinkhawk
Early Access 1786

- Implements a toggle for GPU accelerated ASTC texture decoding. This option can be found in Configure/Graphics

- Implements a GPU Cache garbage collector. This it will try keep VRAM at between 2.5-4gbs by removing the least used resources and texture cache leftovers. This change also greatly reduces committed memory usage.

NOTE: While we test this method of memory management, this garbage collector has been added as an advanced graphics setting. Find it in Configure/Graphics/Advanced

{Reactions}
burgy (42) yuzu_ani (27) thonking (13) blyat (4) vulkan (7) mariothonk (5) 👀 (12) sanic (3) 🇧🇩 (3) ea (3) soontm (3) bluemetheus (4) 🇨🇦 (3) mariodoubt (2) octolingPog (2) 🤦‍♂️ (4) 👍 (7) inklingCool (3) 🇧🇷 (8) ren (3) 

[6/16/2021 7:29 PM] morph_.
Early Access 1790

- Adds the Debug option "Unlimit Framerate", allowing many games to exceed their maximum target FPS level by allowing nvflinger buffers to be pushed for processing by the GPU as soon as they become available.

This setting is mainly for debugging performance gains or regressions, and as such should not be enabled for regular gameplay.

Find this option in Configure/General/Debug. This can be enabled/disabled at runtime.

NOTE: VSync must be disabled in the graphics driver settings to see framerates above your monitor's refresh rate

{Reactions}
👍 (19) whatsthis2 (5) 💪 (6) yuzu_ani (6) tea (7) thonking (6) 🇧 (10) 🇺 (8) 🇷 (8) 🇬 (8) 🇾 (10) O_ (4) ren (3) 👀 (3) 😍 (6) sanic (2) burgy (4) 🇧🇷 (3) 🇩🇪 

[6/17/2021 2:50 AM] epicboy.
Early Access 1792:

- Updates Reaper/GPU Cache garbage collector to better manage ASTC textures, and relieves memory restrictions on Vulkan to allow for better use of device VRAM.

- Adds a hotkey toggle for the "Unlimit Framerate" option, allowing for quicker toggling in-game. By default this is set to `Ctrl+U`.

{Reactions}
epicfish (28) 💪 (17) yuzu_ani (16) chu (6) burgy (11) soontm (3) merry (2) 👍 (4) this (3) prometheus (3) 🇧🇷 (10) ren (3) 🌰 (2) sanic (2) kekflip (2) 🇩🇪 

[6/20/2021 7:03 PM] blinkhawk
Early Access 1798:

- Improves the robustness of GPU accelerated ASTC decoding. Fixes GPU related crashes that can occur on lower powered GPUs when large ASTC textures are decoded

- Decouples audio update and processing. Processing is now done at a variable rate. 

This change fixes slow, distorted audio in the following games:

- Ark: Survival Evolved
- BULLETSTORM: DUKE OF SWITCH EDITION
- Hellblade: Senua's Sacrifice
- Minecraft Dungeons
- Oceanhorn 2: Knights of the Lost Realm
- Snake Pass
- All LEGO titles

(Many other titles with poor audio are also likely fixed with this change, additional testing is required)

This change greatly improves audio latency in Donkey Kong Country: Tropical Freeze, while also fixing its gameplay softlocks

Xenoblade titles also exhibit greatly improved audio latency/quality

NOTE: We are aware of a softlocking issue in VOEZ update 1.10. This was uncovered by this change, and we are currently investigating it .

{Reactions}
zelda (22) yuzu_ani (30) tea (17) prometheus (15) 🇧🇩 (4) 💚 (5) octolingSip (5) burgy (10) kirbyknife (3) 👉 (12) 👈 (11) yuzu (12) inklingD (3) 🇧🇷 (15) inklingEyy (3) mariodoubt (3) smug (5) 👍 (3) 🇩🇪 

[6/22/2021 12:31 AM] bunnei
Early Access 1801:

- Implements "GetAudioOutPlayedSampleCount". This fixes video/gameplay softlocks in NINJA GAIDEN Σ (Sigma), NINJA GAIDEN Σ2 (Sigma 2) & NINJA GAIDEN 3: Razor's Edge

- Updates dynarmic (JIT Recompiler) and adds an "Unsafe CPU Mode" option to loosen the rounding mode on ASIMD instructions (Only affects 32bit games)

This change greatly improves the performance of 32-bit games like Mario Kart 8 Deluxe (60% measured increase) and Captain Toad: Treasure Tracker (112% measured increase)

{Reactions}
💝 (39) yuzu_ani (28) 👍 (23) ren (7) inklingD (10) cappy (10) 🇧🇷 (14) mariodoubt (8) soontm (3) 🇧🇩 (3) tuxdab (6) burgei (4) 🇨🇦 (6) bunnei (3) burgy (4) 👌 (3) 🇨🇺 (2) amd (3) 🇵🇹 (3) 🇩🇪 

[6/23/2021 10:34 AM] morph_.
Early Access 1814:

- Adds the GPU driver vendor to the title bar while running a game

- Various optimization to Garbage Collector for GPU caches (Reaper). Solves all reported issues on games tested with OpenGL

{Reactions}
this (27) 🇷🇺 (13) 🇷 (17) 🇪 (16) 🇦 (17) 🇵 (16) ®️ (7) andydab (6) yuzu (13) nvidia (8) amd (4) burgy (12) 🇨🇦 (6) thonking (3) 🇧🇷 (22) 🚰 (4) 🌦️ (3) yuzu_ani (6) 🇮🇹 (3) 👍 (3) 

[6/27/2021 1:26 PM] morph_.
Early Access 1831

- Fixes Softlocks and crashes relating to audio in Xenoblade Chronicles 2

- Fixes a crash on VOEZ v1.10 introduced in an earlier build

{Reactions}
thonking (30) pognik (9) 🏳️‍⚧️ (8) 🏳️‍🌈 (10) 🇫🇷 (9) 🇷🇺 (6) 🇧🇷 (22) yuzu (14) 🇧🇩 (2) 🇵🇹 (5) 🇨🇷 (2) 🇮🇱 (5) inklingYay (2) burgy (5) 🧀 (2) amd (3) 🇲🇾 (4) 👫 (4) 🇵🇸 (3) deepfried (4) 

[7/3/2021 7:24 PM] narr_the_reg
Early Access 1842

- Fixes 1D to 2D texture overlaps. Solves rendering issues on Monster Hunter Stories 2: Wings of Ruin, Monster Hunter Generations Ultimate, Resident Evil 0, Resident Evil 1 and likely many more games. (Needs testing)

- Improves Kernel Object Tracking. Ensures that kernel objects are released/freed when no longer needed. Helps to improve memory usage & stability

{Reactions}
ban (17) 👍 (28) prometheus (9) 🇵🇹 (5) inklingYay (7) hades (5) 🇧🇩 (3) 🥜 (4) 🇧🇷 (18) mariodoubt (8) octolingLove (3) 💩 (4) 🇮🇳 (2) 🇨🇺 (2) yuzu_ani (6) 💯 (3) 🇷🇺 (5) burgy (3) 🇩🇪 

[7/7/2021 12:06 AM] narr_the_reg
Early Access 1851

- Fixes audio channel issues in Tales of Vesperia: Definitive Edition. Audio is no longer only in the left channel

- Fixes stereo audio in Animal Crossing New Horizons

{Reactions}
burgei (18) 🇧🇩 (5) 🇨🇦 (5) burgy (9) 🇧🇷 (16) yuzu (18) pikaban (3) 🔊 (6) 👍 (8) inklingYay (2) 🇵🇹 (2) 😆 (2) mariodoubt (2) 🇩🇪 

[7/8/2021 8:07 AM] blinkhawk
Early Access 1859:

- High Accuracy(Default) has been entirely fixed. It should now be faster(Not faster than Normal) and truly accurate. It fixes particle effects and many other graphical issues in many games such as BotW(rain, grass, explosions, etc), SMO(smoke, spray particles, bowser's kingdom particles), ZLA(bow wow and particles), XC2(facial animations), Pokémon Sword & Shield(Weather effects particles) Yoshi's Crafted World (some of the vertex explosions, the rest are fixed by Hades), Bravely Default 2(vertex explosions, also needs Hades), Persona 5 Scramble(bloom), etc.

Also, stay tuned this very days, we got something to announce 😉

{Reactions}
👀 (89) yuzu_ani (35) hades (19) 💝 (20) 🥳 (24) burgy (20) zelda (8) soontm (19) thonking (8) yuzu (14) qt (6) 🇭 (41) 🇦 (42) 🇩 (42) 🇪 (43) 🇸 (41) vulkan (7) 🇵🇹 (5) 🇮🇱 (6) tea (9) 

[7/8/2021 3:50 PM] blinkhawk
Mainline Users Notice:

We'll be moving some pull requests around and close/eliminate some temporal solutions due to a new release coming soon for EA. This will break games for mainline, mainly Super Mario 3D World Bowser's Fury and Dragon Quest XI. You can still enjoy this games and access all our older versions at: https://github.com/yuzu-emu/yuzu-mainline/releases but latest mainline won't have this games fixes until the "new release" is merged into mainline. For a version reference, 680 should work.

For early access users: no issue.

The pull requests in question:
https://github.com/yuzu-emu/yuzu/pull/5980
https://github.com/yuzu-emu/yuzu/pull/5896

Sorry for the inconvinience.

{Reactions}
👍 (39) pikaban (7) 👀 (16) flame (5) soontm (8) kirbyknife (7) 🤓 (3) 🇨🇦 (5) mariodoubt (4) 😖 (5) uncomfortable (5) 🇵🇹 (4) 🇧🇷 (12) 😂 (6) 😑 (8) kek (8) kekflip (7) prometheus (3) 🇵🇸 (3) hades (4) 

[7/9/2021 12:34 PM] blinkhawk
Early access Notice:

In liu of an imminent new release, we are changing our default settings and eliminating some options.

Default settings will now be set on the recommended settings. As an example, we reformed CPU options to be more consistant and easier to use. Now we have Auto (some "unsafe" options active that are not known to affect any games). which is the default option, leaving it as it is good for players but for homebrew developers we suggest "Accurate".

We have removed the MULTICORE/ASYNC toggles as this are rarely used anymore for gaming. This options were created when such features were experimental, now-a-days they are a lot more stable.

We have added a GPU Accuracy toggle. By default the setting is High as this is the best option for most games on accuracy level. We, however, understand that not everyone has a modern gaming machine that can afford that, so we allow changing it to Normal. For most games from High to Normal, means that some graphical effects will be broken such as particles in botw, SMO. Some games like UE4 games, may need High to avoid vertex explosions. With this toggle, we allow you to compare and decide what is best for you.

Please let us know your thoughts and feedback on this options. We hope the new scheme is more of your liking.

Furthermore, stay tuned today, we got more news to share.

{Reactions}
inklingYay (16) 🇧🇩 (4) 🇭 (11) O_ (12) epicfish (5) ea (3) mariodoubt (12) thonking (10) hades (5) 🏳️‍⚧️ (5) ren (2) 👀 (15) soontm (10) 🇧🇷 (12) zelda (4) 👍 (6) 🇨🇦 (3) 🇮🇱 (3) 🇩🇪 (3) yuzu (8) 

[7/9/2021 9:56 PM] blinkhawk
Early Access 1866:

The New Shader Decompiler has been added.

Highlights:
- Tons of games' graphical issues fixed.
- Vulkan shader cahe.

PLEASE UPDATE YOUR DRIVERS.
Details will come soon on the main article.

Note: don't activate async shaders option on Vulkan. The parallel shader compiling in Vulkan, does not need that option. That option just make it like before.

{Reactions}
burgy (33) 👍 (34) yuzu (25) 💯 (13) 🦆 (3) 🔥 (15) 🥳 (19) prometheus (7) 🍍 (7) octolingLove (4) 🇨🇱 (8) sanic (4) burgei (4) 🗄️ (2) bluemetheus (5) 🐸 (2) bowsette (5) hades (5) 🇩🇪 (4) 🇧🇷 (18) 

[7/9/2021 10:17 PM] blinkhawk
Note 2: For NVIDIA Vulkan SSBU players: I suggest using NVIDIA's Vulkan Beta drivers. This will reduce the amount of shaders that are generated drastically

{Reactions}
🇧🇩 (6) bam (4) nvidia (11) 🇧🇷 (21) 😆 (5) burgy (3) thonking (3) 🍍 (2) 🇩🇪 

[7/10/2021 12:31 AM] blinkhawk
Early  Access 1867:

- We have deactivated async shaders internally, as they are causing more issues than before.

We'll look into the problem. Sorry for the inconvenience.

{Reactions}
👍 (27) kek (10) tea (8) prometheus (5) 🤦‍♀️ (12) mariodoubt (3) zelda (4) burgy (6) 👀 (5) 🇧🇷 (14) 🍍 (2) 🐵 🔫 👮‍♂️ 🇩🇪 

[7/10/2021 7:23 AM] morph_.
Note: In addition to SSBU, Koei Tecmo games have improved stability with NVIDIA's Vulkan Beta drivers

{Reactions}
koei (19) 🇧🇩 (4) 🇨🇦 (6) 🇧🇷 (18) triforce (7) burgy (7) mariodoubt (5) 🇩🇪 

[7/11/2021 8:58 PM] epicboy.
Early Access 1869:

- Allows games in a collection cartridge (such as the Dragon Quest 1+2+3 Collection) to be loaded and launched individually

- Fixes context menu options for opening/deleting shader caches, accounting for the changes introduced in Hades

- Resets the FPS limit between game launches. This fixes crashes caused by having disabled the FPS limit prior to launching certain titles. 
Note that to support this change, the toggle has been removed from the configurations UI and can only be accessed by using the hotkey during gameplay.

{Reactions}
💝 (16) 📈 (6) epicfish (5) yuzu_ani (10) k_ (3) burgy (8) bowsdab (2) inklingOkay (4) 🤑 (3) 🇧🇷 (15) 👍 (4) 😆 (2) 😩 (2) 🇨🇦 (3) smug (2) cappy (2) 3️⃣ (2) 🇩 (2) 🇦 (2) 🇸 (2) 

[7/12/2021 6:47 PM] blinkhawk
Early Access 1870:

- Ghosts 'n Goblins Resurrection has been fixed in Vulkan (OGL still needs to be looked at).

-  Shin Megami Tensei III: Nocturne texture corruption should now be fixed.

- Monster Hunter Rise should now render most of it's assets on Vulkan, Undocked, High. It currently still has 2 known bugs:
1st some character models/faces render wrongly with black patches when near.
2nd Some weird patterns shows up, switching from Docked/Undock fixes it.
3rd Some flickering is present.
4th(OGL only) Objects and doodads get culled incorrectly.

We'll look into this issues in the future.

{Reactions}
🤜 (21) 🤛 (15) 👍 (20) 🇧🇩 (3) burgei (3) inklingYay (3) yuzu_ani (4) kekflip (6) yuzu (6) epicfish (3) amd (3) ⏲️ (4) 🐢 (3) 🍍 (3) burgy (4) patreon (3) ban (4) 🐒 (3) 🇧🇷 (14) 🤩 (4) 

[7/13/2021 8:21 AM] blinkhawk
Early Access 1873:

- Persona 5, MUA3, AoC have been fully fixed on High/Vulkan. It's suggested for Persona 5 Scramble and AoC(Zora's Domain atleast)

- Monster Hunter Rise: The black textures have been corrected.
Note: this was caused because the game does skeletal and facial animation in a compute shader and our buffer clear wasn't on correct sync with the pipeline.
Still flickering and some weird patterns remain.

{Reactions}
🤩 (32) 👍 (19) 🇭🇺 (4) O_ (5) thisisfine (4) burgy (8) prometheus (5) 🇧🇷 (18) pognik (4) kek (3) 😤 (2) 🇨 🇦 🇹 citra 🇩🇪 

[7/14/2021 10:22 AM] morph_.
Early Access 1873:

- Fixes a crash in Super Mario 3D World level 1-5 on Intel/AMD GPUs with the Vulkan API

{Reactions}
👍 (33) 🇭 (22) 🇦 (22) 🇩 (22) 🇪 (22) 🇸 (23) nvidia (6) 👀 (6) yuzu_ani (6) burgy (5) 🇧🇷 (16) 😂 (4) zelda (5) toast (2) 🇩🇪 

[7/15/2021 9:48 AM] blinkhawk
Early Access 1881:

- A performance regression on SMO has been fixed.
- Fixes a few effect regressions in Crash Bandicoot 4(busted UI), Hellblade and others.
- Mario Golf Super Rush's Videos have been fixed (and likely other games)

{Reactions}
yuzu_ani (55) prometheus (14) 😫 (4) 👉 (12) 👈 (12) burgy (10) 🇫🇷 (8) 🇧 (10) 🇺 (11) 🇷 (11) 🇬 (10) 🇾 (10) 🇩🇪 (2) 🇧🇷 (19) 🐸 (3) 🇦 (3) 🇴 (3) 🇨 (4) kekflip (2) mariodoubt (2) 

[7/16/2021 6:37 PM] blinkhawk
Developer Note:

We have identified issues on AMD GCN1-4 (RX 500s 400s 300s 200s series) on Skyward Sword HD on Vulkan. This issue also happens on BotW and AoC. Please use OpenGL in the meantime. We are currently looking at it and narrowed down so far to a single spot. Users of AMD Vega or RDNA1/RDNA2 (any modern AMD GPU) are not affected.

EDIT: ~~Seems RDNA is also affected. Only vega isn't.~~ Wrong report.

EDIT2: After looking deep into it, we came into the conclussion that it may be an scheduling issue with driver's generated shader code. This kind of issues are very hard to workaround. Sadly, you'll have to use OGL for those games until either AMD fixes the driver or you use Linux and RADV.

As for other Skyward Sword Issues in Vulkan we are still investigating.

{Reactions}
O2 (22) 👀 (34) 🇴 (44) 🇰 (43) amd (19) burgy (9) inklingD (7) triforce (17) 👍 (18) ❤️ (9) soontm (11) mariodoubt (7) vulkan (7) 🇧🇷 (26) 😋 (4) andydab 🇵🇸 🇩🇪 

[7/28/2021 2:42 AM] epicboy.
Early Access 1936:

- Implements screenshot functionality for the Vulkan API.
- Fixes a bug where screenshots were being saved to the parent directory of the configured screenshot directory.
- Adds a shader optimization for common multiply-then-add patterns, resulting in a slight improvement to shader compilation and execution speed.
- Adds a Framerate Cap option for the unlocked framerate. This option can be found in `Configuration -> General`.

{Reactions}
pognik (23) epicfish (14) O_ (10) 🇳 (36) 🇮 (36) 🇨 (36) 🇪 (36) 🇧🇷 (18) kekflip (5) 🇫🇷 (10) this (4) 👍 (14) 👀 (8) inklingOkay (6) 🖖 (6) yuzu (20) vulkan (6) 🇸🇰 (3) burgy (5) zelda (4) 

[7/30/2021 12:55 AM] epicboy.
Early Access 1942: 

- Fixes many titles whose rendering was flipped under the Vulkan API. Titles confirmed to be fixed include `Undertale`, `Streets of Rage 4`, `Katana Zero`, and `Shantae`. 
- Fixes launch issues when the language was set to Chinese or Taiwanese.

{Reactions}
💝 (17) 😍 (14) vulkan (5) hades (4) 🇩🇪 (8) yuzu (13) kekflip (6) 🇧🇷 (22) 🇵🇹 (7) mariodoubt (4) O_ (8) 🇧🇩 (4) 🇹🇼 (8) 😕 (5) 🇸🇰 (3) zelda (3) burgy (4) citra (2) 🇮🇹 (4) 🇦🇷 (4) 

[8/1/2021 2:49 PM] morph_.
Early Access 1955

- Optimization to texture swizzle copy, improving performance in NVDEC video decoding by up to 2.5x

- Various optimizations to the ASTC compute shader, improving hardware accelerated ASTC decode speed by 10-15%

NOTE - The games most improved by these ASTC improvements include Astral Chain and Luigi's Mansion 3

{Reactions}
🇸🇰 (9) yuzu_ani (36) 🥳 (36) burgy (9) blyat (7) tea (7) O2 (7) 🇧🇷 (22) 🇦🇷 (7) 🧠 (6) 🇧🇩 (6) yuzu (13) 🇻🇳 (5) 🇵🇹 (10) 💯 (6) pognik (5) 👀 (2) 😋 (2) 🇵🇸 (3) 🇨🇱 (4) 

[8/2/2021 5:15 PM] epicboy.
Early Access 1959:

- Introduces better management of frame presentation. Fixing frame pacing issues in titles such as `Monster Hunter Rise`, `Xenoblade Chronicles`, and `Link's Awakening`

- Fixes graphical corruptions in VP9 Nvdec videos. Titles using VP9 include `Super Smash Bros. Ultimate`,  `Link's Awakening`, `Skyward Sword HD`, and `Paper Mario The Origami King` to name a few.

{Reactions}
🇸🇰 (12) 🇦🇷 (18) 🇺🇦 (13) tea (26) 🇲🇽 (11) prometheus (18) 🇳🇴 (11) 😀 (22) 🏴󠁧󠁢󠁥󠁮󠁧󠁿 (9) 🇵🇹 (10) 🇵🇸 (13) 🇮🇹 (9) 🇮🇷 (7) 🇨🇦 (9) 🇨🇱 (12) 🇺🇸 (6) burgy (10) 🇧🇷 (38) 🇩🇪 (10) 🇵🇱 (9) 

[8/9/2021 12:23 AM] epicboy.
Early Access 1983:

- Fixes graphical corruptions in Super Mario Odyssey when using the GPU Garbage Collector. As a result, this setting is now enabled by default.

- Implements GPU video decoding for NVDEC streams on capable GPUs and drivers. This will improve video decoding performance especially in CPU bottlenecked scenarios.

{Reactions}
kekflip (29) 💯 (26) amd (10) blyat (9) burgy (11) 🇫🇷 (10) 👍 (20) yuzu_ani (12) yuzu (15) pikaban (6) mariodoubt (7) 🇸🇬 (2) cappy (10) 🥖 (5) this (5) inklingProud (3) 🤔 (3) deepfried (3) epicfish (4) 🇮🇱 (4) 

[8/11/2021 11:26 PM] narr_the_reg
Early Access 1988:

- Added support for the Amazon Luna game controller.
- Added rumble support for the Google Stadia controller.
- Added analog rumble support for Nintendo Switch controllers, no more ON/OFF rumble.

{Reactions}
pognik (34) blyat (15) 🇩🇪 (7) 🇧🇷 (39) 🖱️ (9) thisisfine (6) intel (9) amd (8) kek (9) 🇨🇱 (13) 😕 (10) 🇷 (36) 🇺 (36) 🇲 (35) 🇧 (35) 🇱 (35) 🇪 (35) 🇸🇬 (3) 🎮 (4) 🇸🇰 (4) 

[8/21/2021 5:31 AM] epicboy.
Early Access 1990->2006:

- Fixed a regression that increased the likelihood of crashes when stopping emulation.

- Added LAN emulation. Allowing for connections between the Switch and the emulator, and other emulator instances over LAN in supported titles.

- Reworked the GPU Garbage Collecter ("Reaper") to make use of an LRU cache. This allows it to be less aggressive and resolve the bugs that were caused by this feature being enabled.

- Optimized more texture unswizzling functions, most notably improving performance in  `Link's Awakening` cutscenes.

- Fixed the "wireframe" character models in `Pokemon Sword and Shield` on proprietary AMD drivers.

{Reactions}
patreon (42) kirbcube (15) 👀 (49) tuxdab (13) amd (16) epicfish (11) burgy (12) 🇸🇰 (5) 👍 (30) 🇩🇪 (8) 🇧🇩 (5) 🇮🇹 (7) O_ (7) 🇱 (37) 🇦 (37) 🇳 (37) 🇫🇷 (12) blyat (6) 🇧🇷 (27) inklingSmile (4) 

[8/27/2021 8:41 PM] morph_.
Early Access 2016:
- Fixed Mario's mustache color on Intel Vulkan in Super Mario Odyssey

{Reactions}
k_ (20) cappy (83) intel (16) burgei (7) 🤠 (15) O_ (15) 🤔 (18) morph (6) 🇧🇷 (17) 🇩🇪 (5) vulkan (5) 😆 (14) 🇦🇫 (3) mariothonk (19) yuzu (7) 🇧🇩 (4) ackchyually (3) 🇸🇰 (3) mariodoubt (8) 🇻🇳 (6) 

[8/30/2021 12:08 AM] epicboy.
Early Access 2023:

- Fixes the corrupt rendering of `Skyward Sword HD` on Polaris and older AMD GPUs
- Fixes a memory allocation crash that may occur when booting `Xenoblade Chronicles 2` on AMD proprietary drivers
- Fixes broken sRGB (games looking dark) on Vulkan when using a secondary AMD GPU as the rendering device and a different GPU presenting to the main display

{Reactions}
inklingYay (16) 👍 (29) prometheus (8) amd (23) 💯 (9) ❤️ (13) dolphinemu (9) blyat (6) octolingEvil (5) smug (10) 🇨🇱 (8) epicfish (6) burgy (8) 🅰️ (14) Ⓜ️ (13) 🇩 (13) O2 (3) 🇩🇪 (2) vulkan (6) 🇧🇷 (16) 

[8/31/2021 9:56 PM] epicboy.
Early Access 2028:
    
    - Properly emulate warp instructions on AMD GPUs. Fixes flickering and shading issues in `Fire Emblem: Three Houses` and likely other titles with similar shader related issues on AMD.

{Reactions}
yuzu_ani (33) 🇮🇹 (14) kekflip (9) inklingOkay (6) blyat (16) 🇹 (14) 🇾 (15) ♥️ (14) amd (17) burgy (6) 🇩🇪 (7) 🇧🇷 (22) ackchyually (2) 🇫 (5) 🇪 (5) 🇨🇱 (9) epicfish (4) 🇸🇰 (2) 🇮🇳 (3) 👍 (5) 

[9/2/2021 10:31 PM] epicboy.
Early Access 2031:

- Enables GPU Garbage collector by default
- Fixes an issue where a device loss occurred when launching a title on the Intel Linux Mesa Vulkan driver causing most games to be unplayable.

{Reactions}
🇧🇷 (42) 🇮🇹 (14) reaper (6) 🇵🇹 (8) 🇻🇪 (7) 🇫🇷 (14) yuzu_ani (15) aki (3) burgy (5) 🇧🇩 (3) 🇵🇪 (2) 🇸🇰 (2) tea (5) 🇩🇪 (6) 🇵🇱 (6) vulkan (3) mariodoubt (4) intel (5) 🇧🇴 (3) yuzu (16) 

[9/9/2021 5:17 AM] epicboy.
Early Access 2032->2041:

- Adds a setting to allow 8 XInput controllers to be mapped to allow for 8 player support. Note that this setting will disable the web applet due to an SDL limitation.
- Implements `EnsureTokenIdCacheAsync` in the Account service, allowing `Death Coming` and `Super Meat Boy` to boot.
- Fixes an oversight in the Blend Equation enum, fixing graphical issues in `Dragon Quest III` and likely other transparency related bugs.
- Emulates legacy OpenGL attributes in Vulkan, fixing various graphical issues in titles using legacy attributes such as `Dragon Quest III` and `Baldur's Gate` when using the Vulkan API

{Reactions}
patreon (27) pikaban (14) hades (10) prometheus (11) 🇸🇰 (4) burgy (7) vulkan (15) 😋 (9) 🇩🇪 (6) 🇮🇹 (10) 🇧🇷 (18) 🇵🇹 (7) inklingYay (3) whatsthis2 (4) 8️⃣ (4) 🇨🇱 (8) epicfish (3) yuzu (12) bluemetheus (4) 🇻🇪 (6) 

[9/12/2021 10:35 PM] epicboy.
Early Access 2053:

- Fixes missing graphics in `WarioWare: Get It Together!` when using the Vulkan API.
- Removes the confirmation to stop emulation in cases when the application requests not to allow exiting if the setting to confirm stopping emulation has been disabled.
- Stubs `SetTouchScreenConfiguration` and implements `GetNotificationStorageChannelEvent` services, allowing `Dr Kawashima’s Brain Training` to boot.

{Reactions}
inklingProud (13) inklingOkay (9) inklingSmile (6) inklingYay (4) 👍 (10) 🇧🇷 (11) prometheus (3) 🇩🇪 (7) 🧠 (5) 🇻🇪 (5) 🇨🇱 (8) epicfish (3) 🥖 (2) burgy (3) 🇸🇰 (2) tea (3) 🇵🇱 (3) 🇷🇺 (2) amd (2) 

[9/13/2021 2:05 AM] epicboy.
Early Access 2055:

- Allows Vulkan drivers that do not support the Mailbox presentation mode to present framerates higher than the monitor's refresh rate when FPS is unlocked. This mainly affects AMD proprietary and Intel Windows drivers.

{Reactions}
👍 (18) inklingYay (7) amd (7) intel (7) burgy (4) 🇸🇰 (2) 🇮🇹 (4) prometheus (5) 🇻🇪 (3) 🇩🇪 (6) yuzu (6) vulkan (4) mariodoubt (3) 🇧🇷 (7) 🇵🇱 (4) tea (2) epicfish (2) 

[9/13/2021 8:01 PM] blinkhawk
Important Notice to AMD Users:

Today a driver update has been released 21.9.1. It currently causes crashes on yuzu due to a bug. I have reported it to https://github.com/GPUOpen-Drivers/AMDVLK/issues/253 I'll shortly release a fix and merge it asap.

Please don't update until then. (It will cost perf though).

A fix has been released: https://github.com/yuzu-emu/yuzu/pull/7006 Should be in next EA/Mainline.

{Reactions}
amd (46) this (9) 😂 (9) 🇺🇸 (4) shaggy (4) soontm (5) 🇩🇪 (3) 👍 (3) thisisfine (3) 🇧🇷 (11) 🇸🇰 (2) 🇵🇱 (4) 🇨🇱 (7) epicfish (2) burgy (2) 🆗 (2) 💩 

[9/14/2021 2:40 AM] epicboy.
Early Access 2062:

- Fixes a memory leak that occurred when stopping emulation.
- Adds a workaround for recent AMDVLK and the AMD Adrenalin 21.9.1 drivers crashing on boot when using the Vulkan API. 
NOTE: It is still recommended NOT to update to this driver version, as the workaround incurs a performance cost.

{Reactions}
amd (30) 🇦 (15) 🇲 (12) 🇾 (10) 🇩 (12) 🇪 (6) 💩 (11) 🇦🇷 (5) 🇻🇪 (5) 🇧🇩 (2) 🇸🇰 (2) burgy (3) 🇵🇱 (4) 🤼‍♂️ (2) 🆗 (6) 🇩🇪 (5) 👍 (5) 🙉 (2) 😋 (2) 🇧🇷 (16) 

[9/16/2021 6:01 AM] epicboy.
Early Access 2066:

- Properly fixes the root cause of the AMD Driver version 21.9.1 Vulkan crash. This driver is now safe to update to.
- Stubs `IService::Match`, fixing a softlock in `Cruis'n Blast`.
- Fixes shadows in many UE4 titles when using Vulkan by properly rescaling the frag depth when the [-1, 1] range is being used.
- Stubs various functions needed to enter `Splatoon 2`'s LAN play mode.

{Reactions}
👀 (30) ackchyually (2) amd (16) vulkan (9) whip (3) Ⓜ️ (5) 🇪 (5) 🇭 (4) 🇸 (4) 😳 (7) 🇽 (3) burgy (4) bowsette chu cpp (6) this (4) 🇸🇰 (3) 🇧🇷 (18) 🇩🇪 (5) 👍 (5) 

[9/24/2021 12:48 AM] epicboy.
Early Access 2079:

- Fixes crashes in `Luigi's Mansion 3` on AMD and Intel Vulkan drivers, and likely other query cache and indexed sampler related crashes
- Fixes the white background seen on certain `SSBU` stages when using Vulkan on AMD and Intel GPUs
- Fixes corrupt ground textures in `Zelda BOTW` and `Age of Calamity` when using proprietary AMD Vulkan drivers on Polaris and older GPUs

{Reactions}
cappy (33) 🥳 (32) amd (28) 👉 (14) 👈 (13) zelda (4) burgy (7) 🙏 (3) O2 (4) 🇸🇰 (2) 🇩🇪 (6) intel (9) Ⓜ️ (4) 📧 (3) 🇭 (3) 👍 (4) 🇵🇹 (5) vulkan (5) mariodoubt (2) yuzu (11) 

[10/6/2021 8:45 PM] blinkhawk
Early Access 2113:

- New CPU-GPU sync mechanism fixes the next things:
   * Catherine Full Body, will no longer have weird clouds on first level.
   * Hyrule Warriors Age of Calamity won't randomly corrupt on booting.
   * Astral Chain and many other games won't desync audio anymore.
   * likely more fixes that we are not aware off.
- Fixes on Rasterizer Acceleration have fixed Final Fantasy X remaster and likely other games.

Please test this version ad let us know.

{Reactions}
bowsette (25) burgy (20) prometheus (19) tuxdab (12) tea (10) ❤️ (15) thonking (7) 🇧🇩 (5) 🇧🇷 (25) 🇮🇱 (6) 👍 (23) 🇵🇹 (6) thisisfine (8) 🇨🇱 (6) 🇩🇪 (6) inklingD (6) andydab (6) amd (5) nvidia (6) kekflip (6) 

[10/7/2021 7:57 PM] epicboy.
Early Access 2115:

- Implements the RGBX8 video format, fixing cutscenes in the newly released `Metroid Dread`.

{Reactions}
yuzu (54) prometheus (11) 🇵 (26) 🇴 (25) 🇬 (25) 🇧🇷 (32) 👍 (16) 🐲 (4) 🇩🇪 (6) 🇨🇱 (6) 🇦🇷 (8) burgy (6) O2 (5) 🇧🇩 (5) 🇨🇺 (3) bowsette (3) 🇵🇹 (4) 🇷🇸 (5) 🇪🇦 (3) 

[10/8/2021 6:37 AM] epicboy.
Early Access 2117:

- Addresses an issue in `Metroid Dread` where graphics may get corrupted after teleporting.

{Reactions}
yuzu (54) 🇦 (22) 🇷 (20) 🇹 (19) 🇩🇪 (9) 👍 (15) ❤️ (10) 🇴 (9) 🇱 (6) 🇪 (9) 🇩 (8) 🇧🇷 (28) 🇲 (5) 🇮 (5) burgy (5) ea (6) 🇪🇦 (6) triforce (7) 🇵🇹 (5) 🇪🇨 (5) 

[10/12/2021 1:31 AM] epicboy.
Early Access 2121:

- Adds an option to set the window size to 900p
- Addresses a recent regression where some titles no longer displayed their NVDEC videos
- Fixes a bug where the analog stick was being read off-center, causing one side to never reach a full press

{Reactions}
💝 (42) cappy (27) 2️⃣ (9) 1️⃣ (9) 🇹 (12) Ⓜ️ (7) 📧 (7) 🇭 (8) yuzu (24) 🇷🇸 (11) burgy (7) 🇩🇪 (2) 🇮🇹 (6) 🇪🇨 (2) 😭 (7) 🇧🇩 (6) 🤩 (6) 🥳 (6) 👏 (13) Unknown Emoji (5) 🇻🇳 (5) 🇾 (8) 🇧🇷 (23) 

[10/24/2021 3:22 AM] blinkhawk
We are currently experiencing technical issues. We already found the issue and seeing how to fix it.

A temporary build has been given to Patreons. We are looking into this issues.

{Reactions}
👍 (30) 🤔 (8) inklingOkay (7) whip (3) thisisfine (5) 🇨🇦 (3) 🇮🇳 (3) mariodoubt (2) 🇪🇨 (3) 🇩🇪 (2) 🇨🇱 (2) burgy (2) 🇻🇪 (2) 🇧🇷 (9) 🇧🇬 (2) 🇵🇱 (3) 🇫🇮 (2) 

[10/24/2021 4:35 AM] blinkhawk
Early Access 2156:

Project A.R.T (Advanced Rendering Techniques).
- A new base resolution scaler with support for both upscaling and downscaling.
- A new set of window sampling filters, including AMD's FSR, for post processing of the game's final frame prior to presentation to the render window.
- A new internal presampling Anti-Aliasing pass.
- Various fixes for regressions introduced by TCR.
- Fix depth/stencil blits In Vulkan for AMD/Intel.

{Reactions}
prometheus (86) 🦆 (17) 💯 (48) 🇮🇹 (23) 👍 (43) yuzu (55) this (24) 🇦 (60) 🇷 (58) 🇹 (61) inklingOkay (17) 🇨🇦 (10) 💦 (21) 🍆 (24) 🇮🇳 (13) burgy (15) 🇵🇸 (8) 🦸‍♂️ (10) 👶 (12) 😳 (23) 

[10/30/2021 11:46 PM] epicboy.
Early Access 2170:

- Forces GLASM shader backend for OpenGL on Nvidia drivers 495+. This avoids the GLSL rendering issues found on these drivers while a more proper solution is being investigated.
- Adds support for the Brazilian Portuguese language.
- Addresses further kernel object leaks when stopping emulation, thanks to @FengChen for the contribution
- A.R.T. enhancements:
    - Makes Garbage Collector more aggressive, reducing memory consumption especially in Vulkan
    - Implements better Anisotropic Filtering support
    - Fixes some graphical issues when scaling titles such as `FATAL FRAME: Maiden of Black Water`

{Reactions}
yuzu (72) bowsette (17) 🇧🇷 (56) 🇵🇹 (8) 🇩🇪 (8) this (8) lain2 (5) burgy (5) 🇨🇦 (3) 🇷🇸 (6) 👍 (10) deepfried (3) 🇸🇰 (4) 🇦 (10) 🇷 (9) 🇹 (10) 🇪🇨 (4) kek (5) 🇬 (2) vulkan (3) 

[10/31/2021 5:47 PM] blinkhawk
Early Access 2173:

- A Fix for Mario Party Superstars Black rendering has been added. There are a few issues remaining but the game should be mostly playable.

{Reactions}
yuzu (84) ackchyually (10) 💝 (19) 👌 (22) burgy (8) 🇩🇪 (9) 🇧🇷 (26) 🇵🇹 (5) 😋 (4) 😍 (13) tuxdab (2) 🥳 (7) 🇨🇦 (4) mariodoubt (2) 🇨🇱 (7) deepfried (4) 🇨🇿 (2) 🇸🇰 (2) 🇮🇱 (2) 👍 (2) 

[11/2/2021 4:28 AM] morph_.
Early Access 2177:

**Project Kraken**
Input rewrite: Please report any issues with input to @Narr the Reg so they can be addressed
Fixed:
- Faulty analogs will not trigger when mapping
- Pressing a button will reconnect the first player automatically
- GC controller now supports real analog triggers with button triggers

{Reactions}
narr (65) yuzu (38) 💝 (19) buncap (5) 🇧🇷 (34) 🇸🇰 (7) 🇩🇪 (11) 🇨🇦 (7) 🗿 (7) 🇩🇿 (8) uncomfortable (7) 😩 (9) 💦 (8) 🐙 (7) 🦑 (7) burgy (8) 🇮🇹 (6) bowsette (2) dolphinemu (6) 🇫🇷 (5) 

[11/13/2021 4:42 AM] epicboy.
Early Access 2194:

- Implements VP8 video decoding. Used by `Ty the Tasmanian Tiger`, `Diablo II Resurrected`, and likely other titles whose videos were not being decoded.

{Reactions}
yuzu (66) yuzu_ani (22) 🇻 (18) 🇵 (18) 🇪 (16) 🇮 (15) 🇬 (15) 🇭 (15) 🇹 (15) O_ (9) 🇨🇦 (4) 🇧🇩 (4) suave (4) 🇧🇷 (28) 🇦🇺 (4) nvidia (7) 🇨🇱 (9) 🇩🇪 (7) 🏴‍☠️ (5) 👍 (7) 

[11/17/2021 2:58 AM] blinkhawk
Early Access 2204:

- Fixed OpenGL Garbage Collection. OGL should no longer leak VRAM memory.
- New Anisotropic mode: Automatic will increase anisotropic depending on the resolution scaling set.
- A temporary workaround for audio hiccups.

- Notice: next mainline build will have the Rescaler!

{Reactions}
yuzu (44) 🥴 (6) prometheus (3) O_ (2) 👴 (2) 💖 (5) 🇾 (4) 🇪 (4) 🇸 (4) ❤️ (4) 👍 (4) 👌 (3) 🇦 (4) 🇷 (4) 🇹 (4) 🇧🇷 (18) 🙄 (2) 🇮🇱 (6) 🇩🇪 (2) vulkan (2) 

[11/17/2021 5:26 AM] epicboy.
Early Access 2210:

- Implements image format conversions in `OpenGL`. Fixes a number of issues including:
    - `Bayonetta 2` cutscene depth of field issues
    - `Luigi's Mansion 3` "trailing shadow" bug
And likely many more graphical bugs when using the `OpenGL` rendering API.

{Reactions}
prometheus (34) yuzu (31) 👍 (14) 🙄 (8) 🥱 (6) bowsette (7) 👢 (4) 🇧🇷 (18) 🇵🇸 (6) 🇩🇪 (5) 🇻 (8) 🇺 (9) 🇱 (9) 🇰 (10) 🇦 (11) 🆖 (11) vulkan (5) amd (7) 🇻🇪 (2) 💩 (2) 

[11/19/2021 3:26 AM] blinkhawk
Early Access 2215:

- Fix a regression on ART that caused crashes on different games, including Pokemon Brilliant Diamond and Pokemon Shiny Pearl.
- Improved blitting system on texture cache (experimental). This should fix the crashes on the new Pokemon games. (both Vulkan and OGL)
- Add an experimental convertion of D24S8 <-> RGBA8 for Vulkan, this is used in the new Pokemon games.

{Reactions}
suave (14) 🇳 (29) 🇴 (29) 🇮 (27) 🇨 (26) 🇪 (26) 💝 (10) 🇨🇱 (8) tuxdab (5) mariodoubt (2) 🇸🇰 (2) 🇹🇼 (2) 🇧🇷 (20) hades (3) 🇩🇪 (6) 🇦🇷 (2) yuzu (4) 🇪🇸 (2) 🇩🇿 (3) vulkan (4) 

[11/20/2021 12:11 AM] blinkhawk
Early Access 2223:

- Fixed most graphical issues in Pokemon Brilliant Diamond. 
- Fixed crashes on Vulkan on Pokemon Brilliant Diamond / Shiny Pearl

A mainline release with this fixes will follow suit.

{Reactions}
🇭 (12) 🇮 (9) ❓ (7) hong (3) 👍 (8) suave (5) 🇧🇷 (19) 🇨🇦 (4) 💝 (6) O2 (3) rodricool (7) pognik (4) 🍆 (4) O_ (3) 🇩🇪 (4) 🆘 (4) 🇸 (9) 🇲 (9) 🇹 (9) 🇻 (9) 

[11/20/2021 1:39 AM] blinkhawk
Mainline 817:

- Pokemon Brilliant Diamond and Shiny Pearl has been mostly fixed (except for a few very minor issues). They should no longer crash on Vulkan or OGL.
- If you have issues on boot (such as crashes) disable GPU decoding.

{Reactions}
yuzu (35) 🎉 (13) 🇧🇷 (20) 🇧🇩 (5) burgy (3) 🇹🇼 (3) 🇭🇰 (2) mariodoubt (3) 🇫🇷 (8) 🥖 (5) 🇩🇪 (3) tea (4) 🇵 (9) 🇴 (9) 🇬 (9) 🇫 (9) 🇦 (9) 🇷 (9) 🇹 (9) 🫂 (2) 

[11/21/2021 9:21 PM] blinkhawk
Early Access 2234: [next one, sorry, forgot to push]

- Fixed D24S8 <-> B10G11R11_FLOAT copies, this fixes some moves getting corrupted in Pokemon BD/SP on Vulkan.
- Fixed a regression on Crash Bandicoot Trilogy caused by the previous release.

Next mainline build will have this fixes as well.

Of the Pokemon BD/SP issues remaining like a random flash happening every now/then. They'll be fixed in project YFc, along other frame presentation issues.

From the yuzu team, we hope you enjoy playing a lot and have a wonderful time playing Pokemon at 4K. Thank you.

{Reactions}
yuzu (78) 🎉 (37) deepfried (17) bowsette (7) prometheus (7) burgy (12) 🥳 (11) 🥺 (9) suave (6) octolingPog (7) 🇮🇱 (8) 🇮🇹 (11) inklingYay (7) 🇪🇸 (9) 😍 (10) 🇧🇷 (26) vulkan (8) 🇩🇪 (10) 🇵🇱 (10) 🇵🇸 (12) 

[11/27/2021 12:22 PM] blinkhawk
Early Access 2247:

- Fixed the regressions in performance and crashes caused by Pokemon BD fixes. This affected BotW, ZLA, Splatoon 2, among others.
- Fixed an issue in SMO in which if you tried capturing a T-Rex in Wooden Kingdom. There would be a crash.

Note: This changes are coming to next mainline as well along Kraken(our input rewrite) which was merged recently.

{Reactions}
💝 (40) yuzu_ani (26) 🇨🇦 (6) octolingPog (4) cpp (9) yuzu (12) cappy (4) 🇧🇷 (19) zelda (5) 🇩🇪 (8) mariodoubt (3) 🇨🇱 (10) 🇹 (10) 🇭 (8) 🇦 (8) 🇳 (8) 🇰 (8) 🇸 (9) 🇺🇸 (2) burgy (4) 

[11/29/2021 10:09 PM] bunnei
Early Access 2254:

- Fixes a softlock during boot with Dead or Alive Xtreme 3: Scarlet when multicore is enabled.
- Fixes several crashes that can occur in-game with Pokémon Sword & Shield.
- Fixes several crashes that can occur when shutting down emulation.

{Reactions}
🍄 (32) suave (6) 🇸 (25) 🇮 (21) 🇨 (21) 🇰 (21) ❤️ (10) 🇩🇪 (6) 👍 (12) mariodoubt (5) 🇧🇷 (19) tea (5) 🏐 (4) patreon (7) 7️⃣ (7) 🇲 (9) 🇹 (9) 🇸🇰 (4) aki (4) 🇦🇷 (4) 

[12/4/2021 1:22 AM] morph_.
Early Access 2264:
- Reduced the wait time (3s -> 200ms) when estimating the RDTSC frequency, significantly improving the yuzu executable launch time.

{Reactions}
💪 (45) 🇸 (23) 🇲 (23) 🇹 (23) 🇻 (23) 🇨🇦 (4) 🇧🇷 (14) prometheus (4) 🇸🇰 (2) suave (2) 🇧🇩 (3) 🇨🇳 (2) 🇳 (4) 🇮 (4) 🇬 (4) octolingPog (2) 💯 (3) 🇩🇪 (4) 🤓 (2) burgy (3) 

[12/4/2021 8:07 PM] blinkhawk
Early Access 2272:

- Fixes potential crashes on NVIDIA/Vulkan while playing Pokemon BD/SP. It should also ensure the bugs of missing/broken graphics and LSD(rainbow) effects don't happen again (if they do after this version, I'll cry)
- We are now doing a lot more heavy compile optimizations on our EA builds to make the emulator run smoother. This will be added to mainline builds as well once it's known that all the optimizations are safe.

{Reactions}
thonking (18) 💪 (45) inklingD (5) 🥳 (11) inklingHmm (4) inklingCry (5) yuzu (19) thisisfine (5) 🇨🇱 (7) 🇸🇰 (3) chu (3) blyat (4) amd (5) tea (3) pognik (4) 🇧🇷 (20) 🇩🇪 (4) 🍆 (2) 🇸 (12) 🇲 (13) 

[12/5/2021 12:18 PM] blinkhawk
Early Access 2273:

- We have gone back to SSE2 base optimizations because it seems there's still users with over 15 year old CPUs and we have not given an appropriate warning that we will drop compatibility for them. (Note that we don't explicitly support them). We will discuss this further and likely make an announcement. The rest of the optimizations we applied which made big part of the boost, will remain.

About AVX support: we are not planning to do it in the main application (dynarmic generates AVX  and further already when needed) As A. it has not shown to make any difference vs SSE4.2 nor B. Intel does not add AVX on Pentium and Celeron series and C. we can always do dynamic code if it turns out beneficial. D. we try to make the GPU do the heavy vectorial stuffs.

{Reactions}
chu (31) thisisfine (14) kek (13) deepfried (9) 🇧🇷 (23) 🇸 (21) 🇲 (21) 🇹 (21) 🇻 (21) 🇩🇪 (9) 👍 (14) 🍆 (8) 👌 (5) 💦 (7) 👀 (5) 🇩 (17) 🇷 (18) 🇴 (17) 🇵 (18) 🇸🇰 (4) 

[12/6/2021 7:39 PM] blinkhawk
Note because some people got confused:

We are discussing to compile yuzu using SSE4.2 as minimum instead SSE2. This means that 0.8% of our users (about 7k from those with telemetry on) would lose support only on mainline and EA auto updaters. yuzu will still be able to be built for older PCs and we are exploring if we add alternative builds here: https://github.com/yuzu-emu/yuzu-mainline/releases. This is not final but we'll look into how can we get everybody happy.

{Reactions}
this (34) amd (8) intel (14) 👍 (65) 🇧🇷 (25) 🇸 (21) 🇲 (21) 🇹 (21) 🇻 (21) 🇩🇪 (5) ✅ (9) yuzu (11) 🇸🇰 (4) 🇷🇺 (5) dk (2) burgy (4) 🇵🇹 (3) O_ (4) patreon (3) 🇨🇳 (4) 

[12/17/2021 4:19 PM] blinkhawk
For AMD users:

We have verified that the latest version of AMDVLK has fixed the "transform feedback" feature in Vulkan. This features is used by some games like Xenoblade games (grass), Donkey Kong Country Tropical Freeze (fur) and Pokemon Touranment DX (Character models).

For the time being this is fixed in Linux. For Windows, it will take some time to reach their driver releases. We will let you know when the windows driver has the fixes.

{Reactions}
🫂 (18) burgy (8) tea (8) amd (12) 🇩🇪 (4) 🇨🇦 (3) 🇧🇷 (11) 🦆 (2) prometheus (2) 🇧🇩 (3) burgei (3) 👍 (4) 🇸 (11) 🇲 (11) 🇹 (11) 🇻 (11) 🇻🇳 (2) 

[12/18/2021 4:12 PM] blinkhawk
Early Access 2326:

- Fixed Shadows & Moveable Sand on the third temple in The Legend of Zelda Skyward Sword on Vulkan.
- Fixed lighting in Xenoblade 2 on Vulkan. I should remind everyone including NVIDIA users that Vulkan is faster than OpenGL on Xenoblade 2. For AMD users, you'll have to wait for a future driver update so the grass is fixed.
- Fixed lighting in Bioshock games on Vulkan.

{Reactions}
🎉 (40) yfc (9) 🇧🇷 (21) yuzu (21) burgei (4) burgy (6) tea (8) 🇸 (16) 🇲 (16) 🇹 (18) 🇻 (16) 🇩🇪 (3) O_ (5) amd (2) 🇫🇷 (5) 🇾 (2) 🇪 (2) 🇮 (2) 🇨🇳 (2) 👍 (4) 

[12/25/2021 5:06 AM] epicboy.
Early Access 2346:

- Fixes graphical regressions when using NVIDIA driver versions 495 and up. 
   Further testing is needed to ensure it is safe for all to update.
- Fixes a crash caused by accessing an invalidated pointer, which notably occurred in `Sonic Colors Ultimate` on AMD/Intel drivers.
- Fixes a crash that occurs on Intel Vulkan drivers when scaling MSAA textures

We also want to wish all of our yuzers a Merry Christmas and happy holidays!

{Reactions}
👍 (75) 💝 (51) 🇦🇷 (6) 🇸 (23) 🇲 (23) 🇹 (22) 🇻 (23) yuzu (22) 🇧🇷 (24) suave (6) 🎄 (15) 🎁 (7) 🇩🇪 (5) 🇫🇷 (5) nvidia (5) amd (3) intel (2) 🏴󠁧󠁢󠁳󠁣󠁴󠁿 (2) 🇮🇳 (2) 🎅 (17) 

[12/28/2021 6:36 AM] epicboy.
Early Access 2351:

Fixes all known GLSL graphical issues for NVIDIA driver versions 495 and up.
So far, testing has shown GLASM and Vulkan to not be affected to a noticeable degree.
Further testing and bug reports for regressions introduced by these new NVIDIA drivers will be appreciated.

{Reactions}
❤️ (37) 🇾 (18) 🇪 (15) 🇸 (18) prometheus (8) 🔥 (7) 🇨 (3) 🇫 (3) 👌 (7) this (4) yuzu (7) 🥳 (7) 🇮🇷 (5) nvidia (10) 🇲 (7) 🇹 (6) 🇻 (6) 🇩🇪 (5) 🇧🇷 (12) 🇧🇩 (5) 

[12/29/2021 9:33 PM] morph_.
Early Access 2357:

- Added support for controller hotkeys

{Reactions}
yuzu (43) 🕹️ (14) narr (12) 🌶️ (6) ⌨️ (6) 🇸 (12) 🇲 (10) ❤️ (5) 🇹 (10) 🇻 (11) burgy (7) 🇳🇴 (6) ackchyually (3) ♨️ (6) 🔑 (5) aki (7) 🇩🇪 (4) 🔥 (5) 🇧🇷 (16) 💩 (4) 

[1/1/2022 3:07 AM] epicboy.
Early Access 2361:

- Fixes a texture cache related VRAM spike and crash that most notably occurred in `Bravely Default 2` when entering or exiting battles
- Adds fixes for sparse GPU memory management, addressing various random graphical corruptions and crashes in titles that make use of sparse memory, such as many `Unreal Engine 4` titles.

And from all of us on the yuzu team, Happy New Year!!

{Reactions}
💪 (76) 🥳 (53) inklingOkay (9) 🇳 (10) 🇴 (9) 🇸 (20) 🇲 (21) 🇹 (21) 🇻 (20) kek (8) 🇩🇪 (4) mariodoubt (4) 🇧🇷 (20) 🏴‍☠️ (4) 🇸🇰 (3) 🇧🇩 (3) ggghost (2) 🦤 (3) 🇳🇿 (5) dk (2) 

[1/10/2022 2:25 AM] morph_.
Early Access 2383:

- Added Hidbus and (Virtual) Ringcon support. Ring Fit Adventure is able to get in game. The Ringcon is configurable under `Configure > Controls > Advanced`.
- A real Ringcon currently cannot be used natively and needs a separate driver to be mappable as a XInput device
- Increased the open file limit to 8192 on Windows, allowing mods with many files such as BotW Second Wind / Zelda's Ballad to load

{Reactions}
🇦 (33) 🇲 (35) 🇴 (32) 🇬 (32) 🇺 (32) 🇸 (34) 🇹 (23) 🇻 (23) 🇧🇷 (21) 🇲🇽 (7) nvidia (4) 🥳 (11) 🇸🇰 (6) 🇪🇸 (8) burgy (4) 🇳🇴 (4) 🇧🇩 (5) 🇳🇱 (4) 🇺🇦 (5) kekflip (3) 

[1/16/2022 9:25 AM] bunnei
Early Access 2402:

- Fixes crashes that occur in Pokémon Sword & Shield after extended periods of gameplay.
- Introduces a new version of the VRAM Garbage Collector. With this, we calculate memory usage in an adaptive way, being more permissive on high-end GPUs, and more aggressive on low-end GPUs. This should improve games that heavily use ASTC textures (e.g. Astral Chain), improve memory management on iGPUs, and mitigate GPU-related crashes on lower-end systems.

{Reactions}
🇸🇰 (10) 🥳 (28) yuzu (34) 😱 (21) tuxdab (7) ggghost (6) patreon (6) 🇮🇷 (4) pognik (6) 👍 (16) 🇦🇺 (4) yfc (6) 🇩🇪 (6) tea (7) 🇻 (20) 🇷 (20) 🇦 (20) 🇲 (21) bowsette (5) mariodoubt (4) 

[1/17/2022 12:01 AM] epicboy.
Early Access 2404:

- Fixes graphical corruptions that occurred on NVIDIA Driver versions 511+ when using accelerated ASTC texture decoding.

{Reactions}
burgy (35) nvidia (26) O2 (5) 🖖 (12) tea (10) 🇩🇪 (8) 🇦🇺 (8) 👍 (21) 🇦🇷 (8) epicfish (5) 🇸 (8) Ⓜ️ (8) 🇹 (9) 🇻 (7) 🇧🇷 (20) 🇳🇴 (5) 🇮🇸 (3) 🇸🇪 (4) 🇫🇴 (3) 🇧🇩 (4) 

[1/27/2022 9:43 PM] epicboy.
Early Access 2439:

- Fixes softlocks in `Final Fantasy 8` and `Pokemon Legends: Arceus` that occurred due to kernel thread migration between the emulated guest cores.
- Adds a buffer cache optimization to reduce stream buffer allocations, fixing a memory spike and crash in `Pokemon Legends: Arceus`.
- Implements VMNMX shader selectors, used by `Pokemon Legends: Arceus`.

NOTE: `Pokemon Legends: Arceus` makes use of Transform Feedback for many character models, this technique is still unsupported on Windows AMD Vulkan drivers. Unfortunately, this means AMD users should use OpenGL or switch to Linux until this feature is properly supported on the Windows Vulkan drivers.

There also remains random vertex explosions in `Pokemon Legends: Arceus` that are currently being investigated.

{Reactions}
soontm (50) 🥳 (52) 🇺🇬 (6) nvidia (16) kek (20) intel (9) kekflip (18) reimu (8) 🇩🇴 (5) 🇧🇷 (21) 🇧🇩 (7) 🇵 (18) 🇴 (18) 🇰 (20) 🇪 (17) Ⓜ️ (17) 🅾️ (16) 🇳 (17) vulkan (12) 🇩🇪 (6) 

[1/28/2022 10:47 PM] epicboy.
Early Access 2441:

- Explicitly adds the `Xfb` execution mode to SPIR-V shaders when Transform Feedback is used. Fixes Transform Feedback on AMD Vulkan drivers. 

This resolves some long standing AMD Vulkan specific graphical issues such as missing character models in `Pokken Tournament` and `Pokemon Legends Arceus`, the corrupt terrain grass in `Xenoblade Chronicles`, fur in `Donkey Kong Country: Tropical Freeze`, along with countless other usages of transform feedback.

{Reactions}
🇸 (29) 🇲 (23) 🇹 (23) 🇻 (21) ❓ (7) bam (4) burgy (6) tea (9) amd (11) 🇩🇪 (7) yuzu_ani (9) 👍 (17) 🇧🇷 (14) ❤️ (13) 🏳️‍🌈 (4) 🇵🇭 (3) 🇧🇩 (4) 🍌 (3) 🇰🇵 (4) vulkan (4) 

[1/29/2022 1:09 AM] epicboy.
Early Access 2443:

- Fixes a hang on boot in `Pokemon Legends Arceus` for Vulkan devices that do not support 64-bit atomics, notably Intel GPUs.

{Reactions}
🍆 (30) 🇦🇷 (10) 🇭 (8) 🅰️ (9) 🇳 (8) 🇬 (8) ackchyually (3) 🍑 (8) 😋 (6) 🇲🇽 (3) 🇸 (5) Ⓜ️ (5) 🇹 (5) 🇻 (5) 🇵🇭 (4) 🇧🇩 (2) 🇦🇺 (3) 🇳🇿 (5) O2 (2) 🇧🇷 (14) 

[1/29/2022 6:01 PM] blinkhawk
Early Access 2445:

- Fixes Vertex Explosions on Pokemon Legends Arceus (mostly, there's a little flicker every 2-3 mins but fixes itself after 1 frame).

{Reactions}
🙏 (59) 🍆 (14) 🇩🇪 (8) 🇧🇷 (23) mariothonk (4) 🇨🇷 (5) 🇩🇿 (6) O_ (4) 🇪 (18) 🇽 (18) 🇵 (16) 🇱 (16) 🇴 (17) 🇸 (17) 🇮 (16) 0️⃣ (16) 🇳 (16) 🇵🇱 (3) ❤️ (7) burgy (3) 

[1/30/2022 2:35 AM] epicboy.
Early Access 2448:

- Enables 64-bit shader atomic fallbacks for GPUs that do not support int64. 
This fixes a crash on boot in `Pokemon Legends Arceus` on Intel Xe GPUs, and likely other bugs affecting mainly Xe GPUs.

{Reactions}
🍆 (35) prometheus (7) 🇵 (25) 🅾️ (26) 🇰 (24) 🇪 (21) 🇲 (21) 🇴 (22) 🇳 (21) 🇧🇷 (17) kek (8) 🇨🇱 (9) this (5) kekflip (5) suave (3) 🇦🇺 (2) 🇸🇻 (2) 🇵🇭 (4) yuzu (10) zelda (4) 

[1/31/2022 1:43 PM] blinkhawk
Early Access 2450:

- Addresses issue that caused memory overflows on PLA. This caused crashes on people with low amounts of RAM or VRAM. If you still have crashes, let us know.
(This does not address freezes).

{Reactions}
🍆 (27) 👆 (11) 🙏 (18) chu (11) 🇧🇷 (20) 🇩🇪 (5) yuzu_ani (7) 🇱 (5) vulkan (5) dk (3) 🇳🇿 (3) 🇩🇿 (4) 🇻🇳 (4) 🇸 (5) 🇲 (5) 🇹 (5) 🇻 (6) kek (8) 🇨🇱 (9) kekflip (9) 

[1/31/2022 10:32 PM] blinkhawk
Early Access 2452:

- Fix some full freezes on Vulkan under certain strange conditions. This is known to affect mostly iGPUs (Intel & AMD) on Super Mario 64 Port (nouveau driver), Super Mario 3D All stars (doesn't render currently).
- It's not known if it fixes freezes in PLA or not but let us know in case it does. likely not as the reports seem to be a kernel issue.

{Reactions}
❄️ (44) 🇫 (31) 🇷 (31) 🇴 (32) 🇿 (31) 🇪 (31) 🇳 (31) ☃️ (12) 🇪🇸 (8) uncomfortable (6) kek (12) 🇨🇱 (14) kekflip (11) vulkan (6) tea (4) amd (5) reimu (3) tuxdab (4) 🇻🇪 (7) 🇧🇷 (22) 

[2/1/2022 3:39 PM] blinkhawk
Early Access 2458:

- Fixed an issue causing freezes in Pokemon Legends Arceus on AMD CPUs Zen 2 or older.

(It will come to Mainline as well in an hour or so).

{Reactions}
🇵🇭 (16) O_ (14) 🇦 (48) 🇲 (48) 🇩 (48) 🇨🇴 (11) prometheus (6) 🇧🇷 (34) amd (15) 🇩🇪 (7) 🆓 (13) 🇿 (9) 🇪 (11) ❄️ (16) yuzu (19) 👍 (14) 🇪🇸 (10) 🇧🇩 (7) kek (12) 🇨🇱 (16) 

[2/11/2022 1:11 AM] narr_the_reg
Early Access 2486:

- Improved amiibo detection. Amiibos can't save data at the moment.
- New hotkeys for docked mode, window adapting filter and gpu accuracy.
- New setting to mute audio when yuzu is not in focus.

{Reactions}
🇱 (19) 🇴 (13) 🇬 (13) 🇪 (11) 🇷 (11) 🇸 (11) yuzu (30) kek (23) kekflip (20) rebase (5) inklingHmm (6) 🇧🇷 (13) 🇦 (11) 🇲 (13) ℹ️ (8) 🇧 (8) epicfish (9) 💯 (10) burgy (7) 🇩🇪 (6) 

[2/22/2022 12:43 AM] bunnei
Early Access 2502:

- Adds "Extended memory layout" support. This is a memory mode for a Switch with 6GB of DRAM. The main use case for this (in yuzu) is for mods that require more memory than Switch natively supports, such as for higher resolution/increased texture size. This setting can be found in the yuzu Configuration "General" tab.

{Reactions}
prometheus (54) burgy (13) tea (16) dk (11) 🇧🇷 (23) yuzu (25) 🇨🇱 (14) 😱 (13) 👍 (15) pumpkin (6) tuxdab (7) 🇸🇰 (6) 🇩🇪 (6) pognik (6) 🇹🇷 (9) 🧿 (5) 🍆 (9) 🇩🇿 (5) 🇵🇭 (4) ⭐ (2) 

[2/28/2022 12:31 AM] blinkhawk
Early Access 2519:

- New optimizations have been added to our CPU emulation backedn(dynarmic) that improve performance in many games like Pokemon Legends Arceus.

{Reactions}
👏 (46) 😍 (43) yuzu (27) burgy (7) 🇧🇷 (20) 🇱 (11) 🇴 (7) 🇳 (7) 🇬 (7) 🇨🇴 (5) 🇵🇭 (5) 🇩 (7) 🇦 (7) 🇧 (8) 🇨🇱 (7) 🍍 (3) 🇲 (4) 🥵 (4) 🇸🇰 (4) 🇺🇦 (10) 

[2/28/2022 3:49 AM] bunnei
Early Access 2520:
Mainline 932:

- Fixes soft-locks/crashes in Super Smash Bros. Ultimate that would occur after playing several matches.
- Mainline includes this fix as well as the aforementioned perf. improvements from EA 2519.

{Reactions}
💀 (15) 👀 (27) 🇺🇦 (22) 🇵🇭 (7) yuzu (25) 👍 (23) 🇧🇴 (3) 🇧🇷 (20) 🇸 (10) 🇲 (10) 🇦 (13) 🥵 (6) 🍕 (7) 🇨🇴 (5) burgy (5) 🈂️ (5) Ⓜ️ (3) 🇧 (3) O2 (3) 🇸🇰 (3) 

[3/1/2022 4:01 AM] bunnei
Early Access 2524:
Mainline 937:

- Fixes a regression where Super Mario Party was no longer booting. Super Mario Party should be fully playable again!

{Reactions}
morph2 (18) buncap (10) 👍 (25) 🇵 (27) 🇦 (27) 🇷 (27) 🇹 (27) 🇾 (27) 🍍 (4) 🇸🇰 (2) 🇺🇦 (11) 🇪🇸 (6) yuzu (16) 🥳 (8) 🇧🇷 (20) 🇩🇪 (3) 🇨🇱 (9) 💩 (2) 🇵🇭 (4) 🇯🇵 (4) 

[3/15/2022 1:28 AM] epicboy.
Early Access 2550:

- Implements a safer GPU constant buffer upload method:
    - Fixes geometry pop-in in `Kirby and the Forgotten Land`
    - Fixes various graphical issues in `Monster Hunter Rise` and `Diablo II`
    - Likely fixes other long-standing graphical issues

{Reactions}
morph (30) 🫀 (9) 🇧🇷 (18) 👍 (22) 💯 (8) 🇧🇩 (4) 🇨🇱 (8) burgy (5) 🇸🇰 (3) 🇺🇦 (8) 💖 (3) 😁 (3) ❤️ (4) yuzu (8) 🇪🇸 (3) 🎉 (2) 🇩🇿 (3) 🇷🇺 (5) 🇩🇪 (3) kek (5) 

[3/17/2022 11:45 PM] epicboy.
Early Access 2561:

- Implements the necessary Vulkan shader support for indirect constant buffer addressing
This allows `Super Mario Sunshine` and `Super Mario Galaxy` (as part of `Super Mario 3D All-Stars`) to begin rendering properly!

Credit goes to GitHub user liamwhite (if you're here, speak up!)

{Reactions}
prometheus (29) 👁️ (6) this (13) 🇧🇷 (10) 🇨🇱 (9) ❤️ (4) vulkan (4) amd (2) 🇩🇪 (3) 🇺🇦 (9) yuzu (5) 👍 (8) mariothonk (3) thonking (3) 🐒 (2) 🇸🇰 (3) pognik (2) 🥳 (4) 🇧🇩 (2) 🇩🇿 (3) 

[3/18/2022 9:02 AM] morph_.
Early Access 2566:

- Updated the inline software keyboard to support updated Monster Hunter series games (MHGU, MHR, etc)
Now the software keyboard will appear when trying to name your character in these games with their updates applied.

{Reactions}
👍 (23) ⌨️ (10) 🍞 (3) 🇩🇪 (3) 🇺🇦 (11) 🇸🇰 (2) yuzu (6) 🇧🇷 (12) 🇨🇱 (5) 🇮🇳 (2) 🦣 (3) octolingHi (3) prometheus (2) 🇧🇩 (3) burgy (3) 🇩🇿 (3) 🇬🇬 (2) 🇹🇹 (3) 😹 (2) 

[3/19/2022 5:25 PM] morph_.
Early Access 2568:

- Fixes lighting and shadow rendering in Super Mario Galaxy & Super Mario Sunshine

{Reactions}
🇸🇰 (8) 🇺🇦 (17) pognik (5) 🇧🇷 (14) mariothonk (5) yuzu (16) smug (4) soontm (6) 🐐 (3) 🇩🇿 (7) burgy (5) 🕵️ (3) 🇩🇪 (4) 🥳 (5) 👍 (7) 💯 (8) 🇨🇱 (5) thonking (3) 🇷🇺 (10) 😎 (3) 

[3/22/2022 7:28 AM] epicboy.
Early Access 2569 -> 2590:

- Includes a rewrite the `NVFlinger` implementation, making it accurate to the the Switch implementation
     - This rewrite should result in smoother emulation and frame presentation 
- Fixes GPU video decoder detection on Windows
- Fixes a VRAM leak that occurred when GPU video decoding was enabled

{Reactions}
💪 (46) 🇸🇰 (6) 🇺🇦 (18) nvidia (16) yuzu (14) 🇩🇪 (6) 🇨🇦 (3) 🇧🇩 (4) kirbyknife (4) 🇬 (18) 🇵 (18) 🇺 (21) 🇨🇱 (9) 🇷🇺 (13) burgy (4) 🇻 (12) 🇷 (12) 🇦 (12) 🇲 (12) 👍 (4) 

[3/24/2022 7:00 PM] epicboy.
Early Access 2603:

- Fixes a bug in the buffer cache that caused unneeded GPU buffer uploads. This notably fixes performance issues seen in `Super Mario Galaxy`. Credits to @Pharynx for the fix
- Disables the web applet by default, and adds an option to re-enable it. This avoids issues caused by the web applet while a proper fix is being developed
- Fixes crashes when scaling is enabled on recent NVIDIA Vulkan drivers for titles such as `Monster Hunter Rise`, `Rune Factory 5`, among many others

{Reactions}
burgy (13) 🇸🇰 (3) 🇺🇦 (12) 🇧🇷 (26) 🇩🇪 (4) yuzu (9) 🇻🇳 (4) 🇷 (5) 🇫 (6) 🇷🇺 (6) 🤡 (4) 🏴󠁧󠁢󠁥󠁮󠁧󠁿 (3) 🇨🇦 (4) 🇪🇸 (4) 🇨🇳 (5) 🇨🇱 (9) 🇩🇿 (7) 🇧🇩 (3) vulkan (3) nvidia (3) 

[3/27/2022 6:07 AM] epicboy.
Early Access 2613:

- Fixes regressions introduced by the NVFlinger rewrite, notably a softlock affecting `Cotton Reboot!`
- Improves Kernel memory management, advancing the effort towards supporting `Skyline` for SSBU modding
    - Fixes for `Arcopolis` support are still under development
- Addresses an issue in the video memory manager where previously mapped data was not being unmapped
    - This resolves the abnormally high VRAM usage in `Kirby and the Forgotten Land`

{Reactions}
🇦🇷 (9) morph2 (27) kirbcube (15) 🎉 (28) yuzu (33) 🇧🇷 (20) burgy (15) 🇩🇴 (3) 🇨🇱 (9) 🇧🇴 (2) 🇩🇪 (6) 🇷🇺 (6) 🇮🇹 (3) 🇺🇦 (7) 🇩🇿 (5) 👍 (6) 🙏 (3) 🇰 (2) 🇧🇪 (3) pikaban (2) 

[3/29/2022 6:11 AM] epicboy.
Early Access 2617:

- Addresses a GPU<->CPU synchronization bug. This fixes svc break softlocks in `Kirby and the Forgotten Land`.

{Reactions}
thonking (18) thisisfine (8) kirbyknife (10) 🇺🇦 (12) 🫂 (7) 🇸🇰 (3) deepfried (8) kirbcube (9) burgy (11) 🐈 (4) 🐱 (4) 😻 (11) 🙀 (3) 😸 (6) 😺 (3) 😼 (4) 🇨 (7) 🇦 (7) 🇹 (5) 🇩🇪 (5) 

[3/31/2022 11:14 PM] epicboy.
Early Access 2626:

- Improves utilization of host service threads. This should result in better stability especially on systems with lower core counts
- Reworks the Vulkan stream buffer usage. This addresses random vertex explosions and other graphical issues that affected titles such as `Kirby and the Forgotten Land`

{Reactions}
🇫🇷 (17) 🇷 (7) 🇫 (6) 🇨🇱 (6) prometheus (11) burgy (16) 🇦🇷 (4) 🇧🇷 (18) 🇩🇪 (7) 🇺🇦 (12) yuzu (18) inklingHmm (2) 🧎‍♂️ (2) 🇺🇲 (4) 🇵🇹 (5) mariodoubt (2) smug (3) 🇨🇦 (2) 🇩🇿 (5) 👍 (7) 

[4/5/2022 5:55 PM] morph_.
Early Access 2645:

- Fixes display cropping in Super Mario Sunshine on Vulkan & OpenGL (GLSL & SPIR-V on Linux)

- Fixes flipped front faces in Super Mario Sunshine on OpenGL (GLSL & SPIR-V on Linux)

- Adds support for const buffer indirect addressing on OpenGL (Allows Marios body to render correctly in SMS on OpenGL - GLSL & SPIR-V on Linux)

- Fixes broken rendering in Super Mario Galaxy on OpenGL - GLSL & SPIR-V on Linux (Game is still not playable on OpenGL due to starbit/pointer interaction not yet working, use Vulkan for playability at this time)

{Reactions}
burgy (10) 🇷 (6) 🇫 (8) 5️⃣ (6) 🇱 (7) 🇮 (6) 🇳 (6) 🇺 (6) 🇽 (6) 🐧 (7) cappything (5) tuxdab (5) 🇧🇷 (14) cappy (8) yuzu (9) this (3) 🇻🇳 (3) 🇩🇪 (3) 🇺🇦 (6) 👍 (5) 

[4/8/2022 4:28 AM] morph_.
Early Access 2661:

- Fixes starbit interaction on Super Mario Galaxy by fixing S8D24 to ABGR8 conversion on OpenGL. With this change, Super Mario Galaxy is now playable on the OpenGL GLSL backend.

- Improved dynarmic interrupts. This increases performance by 15~18% on games such as Shin Megami Tensei V, Kirby and the Forgotten Land, Astral Chain and Rune Factory 5. Other games may have similar improvements.

These changes will also be available in the next mainline release.

{Reactions}
🇨🇱 (14) no_u (7) 👍 (32) holothink (6) 🇦🇷 (4) 🇺🇦 (13) 🇸🇰 (2) 🥳 (10) 🎉 (11) octolingLove (2) yuzu (11) 💖 (3) 🇦 (2) 🇸 (2) 🇨 (2) 🇭 (2) 🇷 (5) 🇫 (5) 5️⃣ (4) 🇩🇿 (4) 

[4/10/2022 6:14 AM] gidoly
:yuzu: Mainline 979:
```- Flip front face if z scale is inverted.
This change fixes flipped textures in Super Mario Sunshine and Super Mario Galaxy with OpenGL.

- Replace lock_guard with scoped_lock.
General code clean up.

- Fix data races that could happen on the HID process.```

{Reactions}
burgy (31) 🗿 (8) 🇨🇦 (7) 🇸🇰 (3) 🇺🇦 (7) 🇦🇷 (2) 🇧🇷 (11) yuzu (16) yuzu_ani (4) 🇨🇱 (5) 🇨 (4) 🇺 (3) 🇲 (3) 🇷 (4) 🇫 (4) 5️⃣ (4) 🇷🇺 (5) 🇩🇪 (2) 🇩🇿 (3) 🇪🇸 (3) 

[4/11/2022 1:03 AM] gidoly
:earlyaccess: Early Access 2667:
```- Replace spin-locks implementation with std::mutex for kernel locking.
This change improve performance, audio stutter and stability for CPUs with low thread counts. ```

{Reactions}
🇨🇱 (8) 🇦🇷 (6) 🇧🇷 (15) 🇳🇴 (3) prometheus (3) inklingD (5) 👍 (9) burgy (4) 🇧🇩 (2) yuzu (9) 😄 (2) 🇺🇦 (5) 🇩🇪 (2) 🇩🇿 (3) 🇪🇸 (3) 🇷 (4) 🇫 (4) 5️⃣ (4) 

[4/11/2022 3:24 AM] gidoly
:earlyaccess: Early Access 2668:
```- Revert std::mutex change introduced in Early Access 2667 due to regressions with Super Smash Bros. Ultimate```

{Reactions}
burgy (9) tea (8) chu (4) 🥲 (12) 🇾 (2) ❓ (5) 🇺 🇧🇩 (2) ⛑️ (2) 🎗️ (2) yuzu (9) 🤦‍♂️ (5) 😭 (9) 🇧🇷 (9) 🇺🇦 (6) 🇩🇪 (2) kek (7) 🇹🇷 (2) 🇨🇱 (4) 🇩🇿 (3) 

[4/11/2022 4:03 PM] gidoly
:yuzu:  Mainline 981:
```- Allow to load Layered ExeFS patch from %appdata%/yuzu/sdmc.
Makes mod distribution easier for future Skyline modding frame work support.
- Adds Support for SO_KEEPALIVE socket option.
Used by the Skyline TCP logger. Note that more work is required to make the logger functional.
- Implement DNS resolution in the sfdnres service.
Needed by Skyline plugins that use HTTP requests. It requires more work to behave correctly.
Thanks to github user tech-ticks for submitting these changes.```

{Reactions}
yuzu (28) yuzu_ani (5) 🇩🇪 (4) 🇩🇿 (5) 🇬🇷 (2) 🇧🇷 (8) this (3) 🇧🇩 (3) inklingD (2) burgy (3) 🇨🇱 (5) 🇷🇺 (5) 🇸🇰 (2) 🇺🇦 (5) 🇪🇸 (3) 🇷 (4) 🇫 (4) 5️⃣ (4) 

[4/12/2022 5:24 AM] gidoly
:earlyaccess:  Early Access 2670:
```- Addresses Super Smash Bros. Ultimate crash regressions caused by std::mutex changes.
PR is now retagged for testing.

This change can dramatically reduce CPU usage on low core/thread systems (2-4 cores/threads). This results in better performance, faster loading times, better audio playback and generally improved stability in most games```

{Reactions}
suave (8) 🥳 (36) burgy (6) 🇧🇷 (10) 🇷 (8) 🇫 (8) 5️⃣ (8) 🇸🇰 (2) 🇺🇦 (6) 🇨🇱 (6) 👍 (10) 🇧🇩 (3) 🇩🇪 (2) 🇩🇿 (3) 🇷🇺 (6) 🇨🇴 (3) 💖 (3) 🇵🇭 (3) 😎 (3) 🇪🇸 (3) 

[4/12/2022 9:39 PM] gidoly
:yuzu: Mainline 982:
```- Fixes kernel races when booting es2gears.
- Fixes FreeBSD build breaking issues caused by sfdnsres services.
- Allow reading symbols information from NROs.```

{Reactions}
burgy (3) 🇷 (9) 🇫 (9) 5️⃣ (8) 🇧🇷 (12) thisisfine (3) tuxdab (2) 🇨🇱 (5) 🇩🇪 (2) 🇺🇦 (8) 🇦🇷 (2) 🇸🇰 (2) 🇩🇿 (3) 🇪🇸 (3) 🇷🇺 (4) yuzu (2) 

[4/12/2022 11:51 PM] gidoly
:earlyaccess: Early Access 2672:
```- Wait for previous screenshot requests to be done.
Prevents crashes from sending multiple screenshot requests at the same time.```

{Reactions}
🇧🇷 (13) edshrug (2) 🐸 (7) reimu (4) 📸 (6) 🇨🇴 (4) burgy (4) 🇺🇦 (7) 🇨🇱 (4) 🇦🇷 (3) 🇷 (8) 🇫 (8) 5️⃣ (7) 🇸🇰 (2) 🇷🇺 (6) 🇩🇪 (3) 🇩🇿 (4) 🇪🇸 (3) 👍 (2) 

[4/13/2022 9:22 PM] gidoly
:earlyaccess: Early Access 2673:
```- Fix data races when switching page tables.
- Implements the JIT service, used by Super Mario 64 (Super Mario 3D All-Stars) and Nintendo 64 – Nintendo Switch Online
  * Note that games in N64 NSO are not yet playable due to heavy graphical glitches.```

{Reactions}
🇷 (8) 🇫 (8) 5️⃣ (8) 🇳 (2) 6️⃣ (2) 4️⃣ (2) ❤️ (2) 🇯 (2) 🇮 (2) 🇹 (2) yuzu (8) burgy (3) 🤨 (3) 🇩🇿 (3) 🇩🇪 (2) 🇺🇦 (6) 🇦🇷 (3) 🇧🇷 (8) 🇸🇰 (2) 🇪🇸 (3) 

[4/13/2022 9:55 PM] gidoly
:yuzu:  Mainline 983:
```- Track references to open KServerPorts and KServerSessions.
  * Prevents the HID service from crashing while rebooting game instance.
- Adds icache invalidation to UnmapProcessMemory and forces invalidation of the entire icache in UnmapCodeMemory.
  * Fixes corrupted "nested" hooks in Skyline plugins. ```

{Reactions}
🇩🇿 (4) 🍔 (4) 🇧🇷 (11) 🇩🇪 (4) 🇺🇦 (5) 🇦🇷 (2) 🇷 (9) 🇫 (9) 5️⃣ (9) 🇧🇴 (2) ✅ (3) 🇧🇩 (3) 🇨🇱 (4) 🇮🇩 (2) 🇸🇰 (2) 🇻🇳 (3) 🇪🇸 (3) 🇷🇺 (6) 

[4/14/2022 9:45 PM] gidoly
:earlyaccess: Early Accesss 2678:
```- Fixes rendering in Super Mario 64 on Vulkan (Super Mario 3D All-Stars) [#8202] ```

{Reactions}
🇷 (7) 🇫 (7) 5️⃣ (7) mariothonk (4) 🇧🇷 (7) deepfried (3) yuzu (8) 🇩🇪 (3) 🇺🇦 (5) 👍 (3) mariodoubt burgy (4) vulkan 🇨🇱 (5) 🇦🇷 (2) 🇩🇿 (2) 🇧🇩 (3) 🇷🇺 (4) 

[4/14/2022 10:14 PM] gidoly
:yuzu: Mainline 984:
```- Changes the blue color of hyperlinks to a lighter blue tone on yuzu's UI [#8190]
- Set window size to display dimensions for exclusive full screen on yuzu-cmd
* This changes allows for scaling filters and resolution scaling to work properly on exclusive full screen mode for yuzu-cmd [#8027]
- Fixes single core option regression caused by #8148 [#8202]
- Implements the JIT service, used by Super Mario 64 (Super Mario 3D All-Stars) and Nintendo 64 – Nintendo Switch Online [#8199]
  * Note that games in N64 NSO are not yet playable due to heavy graphical glitches.```

{Reactions}
🇨🇦 (3) 🇷 (7) 🇫 (7) 5️⃣ (7) 🇩🇪 (4) burgy (6) 🇺🇦 (7) 🇧🇷 (8) 🇨🇱 (5) 🇦🇷 (2) 🇩🇿 (4) yuzu (5) 🇧🇩 (2) 🇬🇧 (2) 💩 (2) 🐹 (2) soontm (2) triforce (2) rebase (2) nvidia (2) 

[4/15/2022 12:59 AM] gidoly
:yuzu: Mainline 985:
```- Fixes rendering in Super Mario 64 on Vulkan (Super Mario 3D All-Stars) [#8202]```

{Reactions}
burgy (13) prometheus (4) 🇦🇷 (5) 🇩🇪 (4) 🇺🇦 (6) 👍 (4) mariodoubt (2) 🇷 (10) 🇫 (10) 5️⃣ (10) 🇨🇱 (5) 🇧🇷 (8) yuzu (5) 🇧🇩 (2) ❤️ (2) 🇵🇱 (3) 🇷🇺 (4) 🇬🇧 (3) 🇪🇬 (3) 🇩🇿 (6) 

[4/16/2022 9:34 PM] gidoly
:yuzu:  Mainline 987:
```- Fixes data races when switching page tables. [#8188]
- Replaces spin-locks implementation with std::mutex for kernel locking. [#8172]
* This change can dramatically reduce CPU usage on low core/thread systems (2-4 cores/threads). This results in better performance, faster loading times, better audio playback and generally improved stability in most games```

{Reactions}
💖 (49) 🇷 (12) 🇫 (12) 5️⃣ (12) 🇧🇷 (9) 💜 (7) inklingHmm (3) 👍 (16) 🇧🇩 (2) 🇩🇿 (4) 🇺🇦 (6) 🇷🇺 (8) 🇨🇺 (3) sanic (2) pognik (2) 🇩🇪 (2) 🇬🇧 (5) octolingLove (3) 🇨🇱 (4) 🇦🇷 (3) 

[4/17/2022 11:07 PM] gidoly
:yuzu: Mainline 988:
```- Fixes a QT error that didn't apply translations properly. [#8204]
- Implements the minimum necessary for Ring-Con controller support. [#6558]
* Ring-Con support needs more work to be completely functional.```

{Reactions}
👍 (20) yuzu (9) 🇨🇱 (6) 🇦🇷 (4) 🇷🇺 (8) 🇩🇪 (7) 🇺🇦 (12) ggghost (3) 🇧🇩 (3) 🇷 (9) 🇫 (9) 5️⃣ (9) 🇧🇷 (12) 🇩🇿 (5) 🇸🇰 (3) 😲 (3) ⭕ (7) 🇮🇩 (3) inklingSmile (4) 🇬🇧 (3) 

[4/18/2022 10:09 PM] gidoly
:earlyaccess:  Early Access 2685:
```- Improves HID accuracy by matching the behavior of the sixaxis motion sensor with Nintendo Switch hardware. [#8222]
- Prevents the mouse cursor from leaving the yuzu instance window while mouse panning is enabled. [#8170]
- Fixes incorrect stick movement directions when the Joy-Con is mapped sideways. [#7978]```

{Reactions}
🇷 (17) 🇫 (13) 5️⃣ (13) 🇧🇷 (11) 🇰 (3) 🇮 (3) ®️ (3) 🇧 (3) 🇾 (4) 🇨🇱 (8) 🇦🇷 (5) inklingHmm (3) 🇩🇪 (4) 🇺🇦 (11) 🇸🇰 (2) 🇲🇽 (2) 🇨🇦 kappa (4) 💩 (3) whip (2) 

[4/20/2022 6:32 PM] gidoly
:yuzu: Mainline 991:
```-Always use mmap for allocation on Linux  [#8228]
*Fixes bug introduced by #8188
- Prevents the mouse cursor from leaving the yuzu instance window while mouse panning is enabled. [#8170]```

{Reactions}
this (8) 🇷 (8) 🇫 (8) 5️⃣ (8) 🇻🇳 (2) 🇩🇪 (4) 🇺🇦 (6) 🇦🇷 (4) 🇧🇷 (9) 🇩🇿 (3) 🇨🇱 (6) 🇨🇦 🇧🇴 (2) 😳 (2) burgy (4) 9️⃣ (2) 💩 (2) 🍞 (2) vulkan (2) 6️⃣ (3) 

[4/21/2022 9:38 PM] gidoly
:yuzu: Mainline 992:
```- Translates the D-Pad direction texts in the controller menu UI. [#8224]
- Separates backtrace mechanisms for 32bit CPU state control instructions A32/T32 and 64 bit CPU state control instruction A64. [#8232]
- Waits for previous screenshot requests to be done. [#8192]
* Prevents crashes from sending multiple screenshot requests at the same time.```

{Reactions}
burgy (14) ggghost (4) tea (8) 🤓 (4) 🇷 (8) 🇫 (9) 5️⃣ (8) 🇧🇷 (9) 🇩🇪 (4) 🇺🇦 (9) 🇦🇷 (2) 🇨🇦 🇵 (2) 🇴 (2) 🇬 (2) 🇨🇱 (5) 🇸🇰 (2) 🇩🇿 (7) 🍴 (2) yfc (2) 

[4/22/2022 10:19 PM] gidoly
:yuzu: Mainline 993:
```- Improves HID accuracy by matching the behavior of the sixaxis motion sensor with Nintendo Switch hardware. [#8222]
- Fixes incorrect stick movement directions when the Joy-Con is mapped sideways. [#7978]```

{Reactions}
🇷 (9) 🇫 (7) 5️⃣ (6) 🇳 (2) 🇴 (2) 😭 (4) 🤣 (3) 💢 (4) 🍪 (2) 🙂 (2) 🇦🇷 (2) 🇳🇱 (2) 🇨🇦 yuzu (3) 🇩🇪 (3) 🇺🇦 (5) 🇧🇷 (6) 🇩🇿 (5) octolingSip (2) 🇸🇰 (2) 

[4/22/2022 10:41 PM] gidoly
:earlyaccess: Early Access 2692:
```- Resolves memory duplication in HID services by mapping HID services' shared memory directly. [#8229]
* Fixes Pokémon Let's Go Pikachu/Eevee controller detection.```

{Reactions}
🇷 (12) 🇫 (11) 5️⃣ (11) 🇳 (5) 🇴 (5) 🇾 (5) 🇪 (6) 🇸 (5) 🙂 (2) ™️ (2) soontm (2) ❌ (3) kek (4) 🤺 (3) kirbyknife (5) 🇧🇷 (8) 🇩🇪 (4) 🇺🇦 (5) 🇨🇦 🇩🇿 (6) 

[4/24/2022 10:29 AM] gidoly
:earlyaccess: Early Access 2696:
```- Re-enables cycle accurate counting in Dynarmic. [#8240]
* Fixes Super Mario Galaxy (3D Mario All-Stars) soft lock regressions caused by [#8148]
* Fixes audio stutters in Super Mario 64 (3D Mario All-Stars).
* It currently reduces performance by 5~7% on games such as Shin Megami Tensei V, Kirby and the Forgotten Land, Astral Chain and Rune Factory 5. A proper fix is being investigated.```

{Reactions}
uncomfortable (11) 🅿️ (17) 🇴 (16) 🇾 (17) 0️⃣ (14) morph2 (5) burgy (4) 🇸🇰 (3) 🇺🇦 (5) 😭 (10) 🥲 (5) 🇩🇪 (4) 🇷 (3) 🇺 (4) 🇫 (4) kek (4) 🇨🇱 (4) 🇧🇷 (11) 🇷🇺 (4) 🇩🇿 (6) 

[4/24/2022 9:10 PM] gidoly
:earlyaccess: Early Access 2698:
```- Now Early Access builds will compile on Visual Studio 2022. [#8256]```

{Reactions}
🇨🇱 (15) 🇦🇷 (4) 👍 (8) 🇷 (5) 🇫 (4) 5️⃣ (5) 🇩🇪 (5) 🇺🇦 (8) 🇳 (3) 🇴 (4) 🇧🇩 (4) 🇨🇦 (2) 🇧🇷 (9) inklingHmm (3) 🇸🇰 (2) 🇩🇿 (6) 🇵🇸 (4) 🇷🇺 (3) 🇪🇸 (3) 🇮🇳 

[4/24/2022 9:16 PM] gidoly
:yuzu: Mainline 995:
```- Trigger hotkey actions on a separate thread. [#8249]
* Prevents crashes that could happen when using controller hotkeys.```

{Reactions}
🇨🇱 (11) 🇷 (9) 🇫 (9) 5️⃣ (7) 🇦🇷 (5) 🇩🇪 (4) 🇺🇦 (8) 🇳 (2) 🇴 (2) 🇧🇩 (6) 🇨🇦 (3) 🇧🇷 (11) shaggy (3) 🇸🇰 (2) 🇪🇸 (4) 🇩🇿 (5) 🇷🇺 (5) andydab (2) 💜 (3) 

[4/27/2022 9:46 PM] gidoly
:earlyaccess: Early Access 2707:
```- Fixes homebrew applications not rendering in Vulkan, regression caused by #8150 [#8267]```

{Reactions}
🇦🇷 (8) 🇨🇱 (7) 👍 (9) 🇷 (7) 🇫 (4) 5️⃣ (5) 🇳 (2) 🇴 (2) reaper (2) 🇵🇭 (3) 🇺🇲 (2) 🇩🇪 (3) 🇺🇦 (6) 🇧🇷 (9) inklingWhy (3) 🇸🇰 (2) 🇩🇿 (6) 😵 (3) 🇨🇦 🇷🇺 (5) 

[4/28/2022 10:25 PM] gidoly
:yuzu: Mainline 999:
```- Resolves memory duplication in HID services by mapping the services' shared memory directly. [#8229]
* Fixes Pokémon Let's Go Pikachu/Eevee controller detection.
- Sorts yuzu UI language selection in alphabetical order [#8236]
- Fixes homebrew applications not rendering in Vulkan, regression caused by #8150 [#8267]```

{Reactions}
9️⃣ (14) 🇷 (7) 🇫 (6) 5️⃣ (7) 🇦🇷 (5) 🇷🇺 (8) 🔢 (3) 🇨🇱 (6) 🇧🇷 (8) 🇵 (3) 🇰 (3) 🇲 (4) 🇳 (4) deepfried (6) yfc (2) triforce (4) smug (3) soontm (3) zelda (3) reaper (2) 

[4/29/2022 9:16 PM] gidoly
:earlyaccess: Early Access 2712:
```- Improves analog stick mapping. [#8272]
* reduces default stick range to 95%, prevents in game characters not running on games such as Super Smash .Bros Ultimate and Xenoblade chronicles 2.
* Minimum stick range lowered to 50% from 25%.
* Stick center correction now applies offset up to 75%.
* Allow to clear/unmap individual stick direction while button is mapped.```

{Reactions}
🕹️ (5) 🆕 (6) burgy (5) 🇨🇳 (3) 🥵 (7) 🇧🇷 (5) 🇩🇪 (3) 🇺🇦 (6) narr (3) 🇨🇱 (6) 🇸 (2) 2️⃣ (2) 🇧 (2) 🇺 (2) 🇩🇿 (5) 🇨🇦 🇸🇰 (2) 🇷 (4) 🇫 (4) 🇷🇺 (7) 

[4/29/2022 9:17 PM] gidoly
:yuzu: Mainline 1000:
```- Stub HID service "Is Firmware Update Needed For Notification". [#8274]
* Used by Fitness Boxing 2: Rhythm & Exercise.```

{Reactions}
💯 (49) 0️⃣ (29) 🇰 (23) 📮 (4) 🇲🇽 (2) 😩 (2) 🇨🇦 (2) 🇩🇪 (3) 🇺🇦 (7) 🇨🇱 (6) 🇫 (2) 🇪 (3) 🇼 (2) 🇧🇷 (7) ✊🏿 (3) 🇮🇳 (4) 🇩🇿 (5) 🇦🇷 (2) 🇸🇰 (3) 🇷🇺 (8) 

[5/1/2022 8:20 PM] gidoly
:yuzu: Mainline 1002:
```- Adds app-stream meta data for Linux builds. [#8283]
* Cleans up file naming and documentation.
* Linux builds will now automatically detect and use a dedicated GPU.
- Removes display formats of custom RTC. [#8291]
* Fixes custom RTC UI conflicts between yuzu UI languages and OS languages.```

{Reactions}
burgy (12) 🇧🇷 (9) 5️⃣ (6) 🐧 (8) edshrug (2) 🇨🇱 (6) 🇷 (3) 🇺 (2) 🇫 (3) inklingYay (3) octolingHi (2) 🇩🇪 (4) 🇺🇦 (6) 🇸🇰 (2) 🇨🇦 🇩🇿 (7) 🇲🇽 tuxdab (2) 🇵🇭 (3) aki (3) 

[5/2/2022 7:45 PM] gidoly
:yuzu: Mainline 1003:
```- Fixes Configure > System > Network translation not being properly applied when user changed UI Languages while yuzu is running. [#8293]
Thanks to Docteh for recent UI error fixes.```

{Reactions}
🇫🇷 (11) 🇷 (6) 🇫 (6) 5️⃣ (5) 🇧🇷 (9) 🇾 (2) 🇨 (3) 🇺 (2) 🇮 (2) 🇩🇿 (7) inklingHmm (3) 🇩🇪 (3) 🇺🇦 (5) 🇨🇱 (5) 🇧🇩 (4) 🇸🇰 (2) 🇨🇦 (2) 🇲🇽 🇵🇭 (4) aki (2) 

[5/4/2022 7:44 PM] gidoly
:yuzu: Mainline 1005:
```- Improves analog stick mapping. [#8272]
* reduces default stick range to 95%, prevents in game characters not running on games such as Super Smash .Bros Ultimate and Xenoblade chronicles 2.
* Minimum stick range lowered to 50% from 25%.
* Stick center correction now applies offset up to 75%.
* Allow to clear/unmap individual stick direction while button is mapped.```

{Reactions}
holodealwithit (7) 🙂 (7) 🇧🇷 (9) 🇷 (5) 🇫 (5) 5️⃣ (5) 🇾 (3) 🇨 (2) 🇸🇰 (2) 🇺🇦 (6) 🇮🇱 (4) 🇿 (3) 🇷🇺 (7) 🇩🇪 (3) 🇩🇿 (6) 🇵 (3) 🇴 (3) 🇬 (3) ✅ (3) 🇪🇬 (3) 

[5/5/2022 6:15 AM] gidoly
:earlyaccess: Early Access 2720:
```- Allows 1 ~ 8 controllers to reconnect with a push of a button after a game forces a disconnection. For example in a game like Super Smash Bros. Ultimate (character selection screen). [#8277]
* A Quality of life change saves users from having to reconfigure their controller in the Configure >> Controls menu every time
* Note that mapping the same controller to multiple players (p1 - p8) and attempting this can lead to undesired behaviour.```

{Reactions}
🇧🇷 (13) 🇾 (12) 🇫 (14) 🇨 (12) 🇸🇰 (3) 🇺🇦 (6) 🇩🇪 (4) 🇩🇿 (6) 🇿 (6) 🇷🇺 (10) 🇷 (5) 5️⃣ (5) bowsette (3) 🇨🇦 (3) bowsdab (2) epicfish (4) 🇮🇹 (3) burgy (5) shaggy (2) 👍 (5) 

[5/7/2022 12:17 AM] gidoly
:yuzu: Mainline 1008:
```- Enables HID service error logging by default. [#8309]```

{Reactions}
🇨🇱 (8) 🇳🇴 (4) 🇨🇭 (3) 🇨🇦 (2) tea (8) burgy (5) log (5) 🇬🇶 (2) 🇧🇷 (7) 🇭 (3) 🇮 (3) 🇩 (2) 🇩🇪 (5) 🇺🇦 (9) 🇷🇺 (8) 🇸🇰 (3) 🇧🇴 (3) 🇫🇮 (3) 🇿 (2) inklingWhy (2) 

[5/8/2022 12:53 AM] gidoly
:earlyaccess: Early Access 2721:
```- Properly disables motion services, set "delta time parameter" correctly. [#8308]
* Fixes Pokémon Let's Go Pikachu/Eevee "Stop Six Axis Sensor" error.
* Fixes Motion controls not working properly on games.
* yuzu will now report same motion refresh rate as the Switch.
- Fixes Texture DMA values not being set correctly. [#8313]
* Fixes Super Mario Galaxy (Super Mario 3D All-Stars) lens flare texture not rendering correctly.```

{Reactions}
™️ (11) burgy (3) 🇧🇷 (15) 😮 (5) 🇺🇸 (3) 💡 (2) 😏 (3) 🇩🇪 (6) 🇺🇦 (6) 🇳 (9) ℹ️ (11) 🇨 (9) 🇪 (9) O_ (3) 🇨🇦 (3) 🇨🇱 (4) octolingLove (4) 🇷🇺 (6) 🇸🇰 (3) 🇩🇿 (6) 

[5/8/2022 9:47 PM] gidoly
:earlyaccess: Early Access 2722:
```- Interprets face flips according to GL NDC on OpenGL [#8314]
* Fixes rendering in Super Mario 64 (Super Mario 3D All-Stars) on OpenGL```

{Reactions}
burgy (6) 🇴 (5) 🇵 (6) 🇪 (5) 🇳 (5) 🇬 (5) 🇱 (6) 🇧🇷 (7) 🇨🇱 (4) shaggy (2) 🇨🇦 (2) 🇸🇰 (2) 🇺🇦 (6) 🇷🇺 (7) 🇿 (3) 🇩🇪 (3) 6️⃣ (2) 4️⃣ (2) 🇪🇬 (3) 🇩🇿 (4) 

[5/8/2022 9:50 PM] gidoly
:yuzu: Mainline 1010:
```- Warns if macro JIT accesses invalid parameters. [#8319]
* Makes it easier to track causes of macro JIT crashes.```

{Reactions}
🇨🇱 (8) 🇧🇷 (7) 🇯 (8) 🇮 (8) 🇹 (7) inklingHmm (5) 🇨🇦 (3) 🇸🇰 (2) 🇺🇦 (6) 🇫🇷 (2) 🇷🇺 (6) 🇿 (3) 🇩🇪 (3) 🇷 (4) 🇫 (4) 5️⃣ (4) 🇵🇭 (2) 🇵🇾 (3) 🏴󠁧󠁢󠁥󠁮󠁧󠁿 (2) 🇪🇬 (3) 

[5/9/2022 10:16 PM] gidoly
:yuzu: Mainline 1011:
```- Adds option to dump Maxwell macros [#8320]
* Macros are small programs that control the behavior of the Maxwell 3D engine. Dumping these can make debugging macro interpreter more easier.```

{Reactions}
🇨🇱 (7) 🇳🇴 (2) 🇧🇷 (11) kek (9) 🇨🇦 (2) 🇦🇷 (3) 🇲 (8) 🇦 (8) 🇨 (8) 🇷 (8) 🇴 (8) 🇸 (8) shaggy (2) 🇪🇬 (3) 🇺🇦 (6) 💯 (4) pumpkin (3) ackchyually (3) octolingLove (3) 😫 (3) 

[5/12/2022 9:17 PM] gidoly
:earlyaccess: Early Access 2725:
```- Stencil test fix when two faces are disabled on Vulkan [#8311]
* Fixes incorrect behaviour, may fix games that use OpenGL.```

{Reactions}
🇨🇱 (6) 🇩🇪 (6) 🇺🇦 (5) 🇧🇷 (9) 🇸🇰 (3) 🇿 (8) 🇷🇺 (12) 🇷 (4) 🇫 (4) 5️⃣ (5) 🇵🇭 (2) 🇵🇹 (3) 🇩🇿 (7) burgy (3) 🏴󠁧󠁢󠁥󠁮󠁧󠁿 (2) 🇨🇦 🇺🇸 

[5/12/2022 9:17 PM] gidoly
:yuzu: Mainline 1014:
```- Properly disable motion services, set "delta time parameter" correctly. [#8308]
* Fixes Pokémon Let's Go Pikachu/Eevee "Stop Six Axis Sensor" error.
* Fixes Motion controls not working properly in-game.
* yuzu will now report the same motion refresh rate as the Switch.
- Fix Texture DMA values not being set correctly. [#8313]
* Fixes Super Mario Galaxy (Super Mario 3D All-Stars) lens flare texture not rendering correctly.
- Interpret face flips according to GL NDC on OpenGL [#8314]
* Fixes rendering in Super Mario 64 (Super Mario 3D All-Stars) on OpenGL.
- Clear macro codes on upload assignment [#8328]
* Nintendo Switch Online Nintendo 64 is now bootable.
* Nintendo Switch Online Nintendo 64 will crash on Nvidia GPUs running on Vulkan at the moment.```

{Reactions}
🇭 (18) 🇮 (17) 👋 (14) 🇧🇷 (16) 🥒 (6) vulkan (7) inklingD (5) 🔺 (2) 🇴 (7) 🇵 (7) 🇪 (7) 🇳 (7) 🇬 (7) 🇱 (7) 🇸 (2) 🇲 (2) 3️⃣ (2) 🇩 (2) 6️⃣ (4) 4️⃣ (3) 

[5/19/2022 9:40 PM] gidoly
:yuzu: Mainline 1022:
```- Revert MSVC Compiler to the one provided by Visual Studio 2019 [#8349]
* This is a temporary workaround while waiting for Microsoft to fix the compiler regression introduced in VS 2022.
- Update Vulkan Headers to 1.3.213 [#8351]
* Adds support for the new VK_ERROR_COMPRESSION_EXHAUSTED_EXT Vulkan error result.
- Revert NvFlinger rewrite. [#8354]
* While the current implementation is more accurate, the asynchronous nature of it appears to be causing slight timing issues. If any Super Smash Bros. Ultimate players experience accelerated game speeds, please report to us if it's addressed in this mainline build, especially if you happen to be using an Intel 12th gen Alder Lake CPU.```

{Reactions}
burgy (21) kirbyknife (6) 🖖 (8) yuzu_ani (11) inklingHmm (3) 🇩🇿 (9) thisisfine (2) 🇷 (6) 🇫 (6) 5️⃣ (6) 🇩🇪 (5) 🇺🇦 (6) 🇻 (11) 🇺 (9) 🇱 (9) 🇰 (9) 🇦 (9) 🇳 (9) mariodoubt (5) bowsette (2) 

[5/22/2022 12:51 AM] gidoly
:yuzu: Mainline 1024:
```- Fixes compiling errors with Qt 5.15.2, libstdc++12, clang 13, 14 [#8342]```

{Reactions}
aki (9) burgy (5) 👍 (11) 🇨🇱 (7) edshrug (3) shaggy (2) 🅱️ (6) 🇷 (5) 🇺 (6) 🇭 (6) 🇨🇦 🇷🇺 (9) 🇿 (3) 🇺🇦 (8) qt (2) pumpkin (2) patreon (2) this (3) ea (3) corgi (3) 

[5/25/2022 7:40 AM] gidoly
:earlyaccess: Early Access 2734:
```- Fix the behaviour of framebuffer layers on Vulkan. [#8363]
- Disable VK_KHR_workgroup_memory_explicit_layout on GPUs not supporting INT16 precision. [#8369]
* Workaround for crashes happening with AMD proprietary 22.3.2 driver and newer, and Polaris GPUs.
* This extension will stay disabled until a proper fix is implemented.
- Rewrites touch input driver to support multiple touch points. [#8372]
* Fixes touch input issue with Arcaea.
- Make SDL vibration request asynchronous. [#8374]
* Fixes games stuttering when rumble is enabled on controllers such as the Xbox One wireless controller.
- Disables VK_KHR_push_descriptor on AMD 22.5.2 optional driver. [#8379]
* Fixes crashes happening with the AMD proprietary 22.5.2 optional driver, affecting all compatible AMD GPUs.```

{Reactions}
🇩🇪 (4) 🇺🇦 (6) ❤️ (12) 🇮🇹 (5) 🇷🇺 (12) 🇿 (5) 🇷 (3) 🇫 (2) 5️⃣ (3) 🇳 (3) 🇴 (4) 🇩🇿 (6) amd (2) 🇸🇰 (2) 🇨🇦 💩 inklingHmm (3) 💯 (2) 👍 (5) yuzu (4) 

[5/25/2022 9:57 PM] gidoly
:yuzu: Mainline 1028:
```- Stencil test fix when two faces are disabled on Vulkan [#8311]
* Fixes incorrect behaviour, may fix games that use OpenGL.```

{Reactions}
🇦🇷 (4) 🇬🇧 (2) uncomfortable (5) 🇧🇷 (5) shaggy (2) 🇨🇱 (5) 🇺🇦 (5) ⬆️ (4) 🇸🇰 (2) 🇩🇿 (5) 🇩🇪 (5) burgy 🇺🇸 

[5/25/2022 9:58 PM] gidoly
:yuzu: Mainline 1029:
```- Disable VK_KHR_workgroup_memory_explicit_layout on GPUs not supporting INT16 precision. [#8369]
* Workaround for crashes happening with AMD proprietary 22.3.2 driver and newer, and Polaris GPUs.
* This extension will stay disabled until a proper fix is implemented.
- Disables VK_KHR_push_descriptor on AMD 22.5.2 optional driver. [#8379]
* Fixes crashes happening with the AMD proprietary 22.5.2 optional driver, affecting all compatible AMD GPUs.```

{Reactions}
vulkan (5) 🇦🇷 (3) 🅰️ (7) 🇲 (7) 🇴 (7) 🇳 (7) 🇬 (7) 🇺 (8) 🇸 (7) ⁉️ (3) 🐸 (5) burgy (4) 🇧🇷 (5) inklingWhy (2) 🇨🇱 (4) 🇺🇦 (5) yuzu (5) 🫂 (2) tuxdab (2) amd (4) 

[5/26/2022 11:45 PM] gidoly
:yuzu: Mainline 1030:
```- Fix AppImage compatibility issues with some systems, such as Arch Linux
* Resolves GPU driver not loading on those systems```

{Reactions}
🥳 (10) 🎉 (5) 🐧 (6) 🇨🇱 (4) burgy (4) 🇧🇷 (7) shaggy (3) 🇺🇦 (4) yuzu (3) 💯 (3) tuxdab (2) corgi (2) k_ (2) intel (2) soontm (3) patreon (2) koei (2) ea (3) citra (2) rebase (2) 

[5/27/2022 6:33 AM] gidoly
:earlyaccess: Early Access 2738:
```- Revert PR #8363 due to graphic regressions found on SHIN MEGAMI TENSEI V```

{Reactions}
🇨🇦 (6) 🇦🇷 (4) 🇸 (8) 🇲 (7) 🇹 (7) 5️⃣ (7) vulkan (6) 🇨🇱 (6) 🇩🇿 (7) 🤡 (4) 🇧🇷 (10) burgy (5) 🇩🇪 (2) 🇺🇦 (4) 🇻 (3) 🇷🇺 (8) 🇵🇸 (3) 🇸🇰 (3) 🇺🇸 

[5/29/2022 6:05 AM] gidoly
:yuzu: Mainline 1032:
```- Rewrites touch input driver to support multiple touch points. [#8372]
* Fixes touch input issue with Arcaea.```

{Reactions}
🇸🇰 (2) 🇺🇦 (5) 🇩🇿 (9) 🇩🇪 (4) this (4) burgy (2) 🇧🇴 (3) 🇨🇱 (3) 🇷🇺 (5) 🇧🇷 (2) 

[5/29/2022 6:05 AM] gidoly
:yuzu: Mainline 1033:
```- Make SDL vibration request asynchronous. [#8374]
* Fixes games stuttering when rumble is enabled on controllers such as the Xbox One wireless controller.```

{Reactions}
🇸🇰 (2) 🇺🇦 (5) 🇷 (5) 🇫 (4) 6️⃣ (5) 🇩🇿 (8) 🇩🇪 (5) yfc (2) burgy (2) 🇧🇴 (2) 🇨🇱 (3) 🇷🇺 (6) 🇧🇷 (2) 🇺🇸 

[5/29/2022 6:37 AM] gidoly
:earlyaccess: Early Access 2741:
```- Improve HID functions and implements various HID services [#8368]
* Adds error handling to several HID functions.
* Updates implementation to be more hardware accurate.
* Fixes Ring Fit Adventure crashing issue caused by PR #8222.
* Implements HID functions required by Nintendo Switch Sports.```

{Reactions}
🇸🇰 (4) 🇺🇦 (7) 🇷🇺 (10) 🇩🇿 (11) 🇧🇩 (2) 🇵🇭 (3) 🇩🇪 (6) burgei (4) 🇧🇷 (8) 🇵🇹 (2) shaggy (3) 🇿 (2) burgy (2) 🇨🇱 (6) 🇧🇴 (2) 🇲🇽 (2) 🎉 (2) vulkan (2) 💯 (2) 🇺🇸 

[5/31/2022 12:26 AM] gidoly
:earlyaccess: Early Access 2746:
```- Makes Vulkan the default graphics backend, adds error popups and QoL changes. [#8393]
* When yuzu boots, it will probe the Vulkan library, if it crashes, yuzu will show error messages when booted a second time, then default to OpenGL as the only available graphics backend. Vulkan will be disabled on the graphics API drop-list. To re-enable Vulkan, the user will have to press the "Check for Working Vulkan" button at the bottom of Emulation > Configure... > Graphics.```

{Reactions}
vulkan (22) 🇦🇷 (4) 🇷 (5) 🇫 (4) 5️⃣ (3) 🇧🇷 (3) tea (2) 🇨🇱 (4) 🇸🇰 (2) 🇺🇦 (5) 🇷🇺 (8) 🇪🇸 (2) 🇿 (3) 🇩🇪 (4) 🇩🇿 (3) burgy (2) 🇺🇸 

[5/31/2022 12:30 AM] gidoly
:yuzu: Mainline 1034:
```- Sends -Wl,--subsystem,windows to the linker for MinGW builds. [#8385]
* Fixes -mwindows compatibility issues with Clang.```

{Reactions}
🇧🇷 (3) 🇺🇦 (5) 😩 (4) inklingHmm (6) 🇨🇱 (4) 🇸🇰 (2) 🇷🇺 (9) 🇿 (3) 🇩🇪 (4) 🇩🇿 (4) burgy (2) 🇺🇸 

[5/31/2022 12:31 AM] gidoly
:yuzu: Mainline 1036:
```- Uses smaller array types where applicable. [#8332]
* Reduces 36352 bytes in compiled MSVC executable.
- Rephrases icon inside the "About dialog' from the local QT themes [#8339]
* Fixes icon breaking issues on windows caused by #8312s
- Adds control to meta information. [#8348]
* Adds supported control types to  flatpak meta info file.
* Adds supported control types to  flatpak, freedesktop, Linux metadata.
- Updates boosts external to 1.79.0. [#8392]```

{Reactions}
🇻🇳 (2) 🇧🇷 (9) Ⓜ️ (6) 🇦 (5) 🇷 (5) 🇻 (5) 🇪 (5) 🇱 (5) 🇺 (5) 🅰️ (2) 🕒 (2) 😘 (4) inklingWhy (5) 🇨🇱 (6) 🇸🇰 (2) 🇺🇦 (6) 🇷🇺 (9) 🇿 (3) 🇩🇪 (5) burgy (2) 

[5/31/2022 10:35 PM] gidoly
:yuzu: Mainline 1037:
```- Improve HID functions and implements various HID services [#8368]
* Adds error handling to several HID functions.
* Updates implementation to be more hardware accurate.
* Fixes Ring Fit Adventure crashing issue caused by PR #8222.
* Implements HID functions required by Nintendo Switch Sports.```

{Reactions}
🇨🇦 (2) 🇧🇷 (10) 🇭 (6) 🇮 (6) 🇩 (5) Ⓜ️ (2) 🇦 (3) 🇷 (2) 🇻 (2) 🇪 (2) 🇱 (2) 🇺 (3) 🅰️ (3) 🕒 (3) 🇨🇱 (3) 🇸🇰 (2) 🇺🇦 (4) 🇩🇪 (2) 🇩🇿 (4) 🇷🇺 (6) 

[6/1/2022 11:49 PM] gidoly
:earlyaccess: Early Access 2751:
```- CPU Manager, simplify pausing. [#8388]
 * Replaces single-core<>multi-core guest method with host-provided concurrency primitives.
- Stubs the bare minimum of IR services, improves IR related logging and creates IRS enum and structs. [#8395]
 * Fixes memory errors in "Nintendo Labo Toy-Con 01: Variety Kit".
- Core/Debugger improves stepping mechanism and misc fixes. [#8042]
 * Implements vCont GDB packet.
 * Implements no-acknowledgement mode for GDB.
 * Implemented detailed thread status reports in the thread info XML.
 * Resolves GDB Debugger crashes by fixing the behavior of thread stepping.
 * Fixed stepping into thread exits.
 * Fixed deadlock on shutdown if the debugger was not attached during start.```

{Reactions}
burgy (10) 👍 (14) 🇩🇪 (4) 🇺🇦 (6) 🇵🇭 (3) O_ (2) 🇷🇺 (7) 🇧🇷 (5) 🇬 (2) 🇩 (2) 🇧 (2) 🇨🇦 🇨🇱 (3) 🇸🇰 (2) 🇩🇿 (4) yuzu (2) 💯 (2) pumpkin (2) soontm (2) andydab (2) 

[6/1/2022 11:50 PM] gidoly
:yuzu: Mainline 1039:
```- Implements new GDB debugger. [#8394]
 * GDB debugger now supports both single-core and multi-core
 * Fully thread-aware and performs all debug-related operations on threads
 * Uses separate thread to wait for events from GDB or events generated by debugged program  using"boost::asio" and reads data remote socket up to 4096 bytes up to time.
 * Supports both A64 and A32/T32 code.
 * Does not use any mutable globals anymore.
- Fixes UI opening in fullscreen after certain yuzu crashes. [#8400]
-  GDBstub, explicably cast return type to u8. [#8403]
-  Core/Debugger, define defaulted virtual destructors. [#8404]
 * Resolves MSVC build warning.```

{Reactions}
burgy (15) 🇲🇽 (2) 🇩🇪 (5) 🇺🇦 (6) 👍 (10) Ⓜ️ (2) 🇦 (2) 🇷 (2) 🇻 (2) 🇪 (2) 🇱 (3) 🇺 (2) 🅰️ (2) 🕒 (2) 🇷🇺 (10) 🇧🇷 (7) 🇨🇦 🇨🇱 (4) 🇸🇰 (2) 🇩🇿 (4) 

[6/2/2022 10:19 PM] gidoly
:yuzu: Mainline 1040:
```- Core/Debugger improvements in stepping mechanism and misc. fixes. [#8042]
 * Implements in vCont GDB packets.
 * Implements in no-acknowledgement mode for GDB.
 * Implemented detailed thread status reports in the thread-info XML.
 * Resolves GDB Debugger crashes by fixing the behaviour of thread stepping.
 * Fixed stepping into thread exits.
 * Fixed deadlock on shutdown if the debugger was not attached during start.
- Fixes target description on GDB debugger. [#8409]
 * Fixes GDB rejecting A64 target XML and supplying its own.
 * Explicitly specifies the architecture tag on XML files.```

{Reactions}
🇬 (5) 🇩 (4) 🅱️ (5) yuzu (6) burgy (4) 🇧🇷 (9) O_ (3) 🇨🇱 (3) inklingHmm (2) 🇺🇦 (4) 💯 (2) 😫 (2) 🇸🇰 (2) 🇷🇺 (7) 🇩🇿 (4) 🇩🇪 (3) 🏳️‍🌈 (4) 💩 🇺🇸 (2) 

[6/3/2022 1:32 AM] gidoly
:earlyaccess: Early Access 2754:
```- Fixes interpretation of QuerySelect 0 to return the current semaphore instead of constant 0. [#8414]
 * The Elder Scrolls V: Skyrim is now bootable.```

{Reactions}
burgy (11) 🇧🇷 (5) 🇸 (11) 🇰 (11) 🇾 (9) 🇷 (9) 🇮 (9) 🇲 (11) yuzu (3) 🇺🇦 (6) pumpkin (2) earlyaccess (2) 🇸🇰 (2) 🇨🇱 (3) 😆 (3) 🇷🇺 (10) 🇩🇿 (5) 🇩🇪 (3) shaggy (2) 🇫🇷 (2) 

[6/3/2022 8:31 PM] gidoly
:earlyaccess: Early Access 2756:
```- Moves GPU thread to a bounded queue. [#8413]
 * Gives a better recovery from load spikes.
 * May slightly improve performance.```

{Reactions}
🇷 (10) 🇫 (9) 1️⃣ (7) O2 (4) burgy (5) ❤️ (5) 🇧🇷 (7) kirbcube (2) 🇨🇱 (3) earlyaccess (5) suave (3) 🤏 (6) 🇩🇿 (6) 🇩🇪 (3) 🇺🇦 (3) 🇸🇰 (2) 🇷🇺 (6) 

[6/3/2022 8:33 PM] gidoly
:yuzu: Mainline 1041:
```- GDB debugger - add support to read guest thread names. [#8410]
 * GDB debugger can now read guest thread names from the "nn::os::ThreadType" struct available in TLS.```

{Reactions}
burgy (4) yuzu (8) ❤️ (6) Ⓜ️ (2) 🇦 (2) 🇷 (2) 🇻 (3) 🇪 (2) 🇱 (2) 🇺 (2) 🅰️ (2) 🕒 (2) 🇧🇷 (9) 🇬 (3) 🇩 (3) 🇧 (3) octolingSip (2) 🇨🇱 (4) 🇩🇿 (5) 🇩🇪 (3) 

[6/4/2022 9:56 PM] gidoly
:earlyaccess: Early Access 2757:
```- Reverts PR [#8388]  introduced on Early Access 2751 due to potential issues.```

{Reactions}
😔 (9) 😥 (6) 🇺🇸 (3) inklingWhy (3) 🇺🇦 (4) yuzu (2) 💯 (2) 🇨🇱 (2) 🇧🇷 (5) earlyaccess (2) 🇷🇺 (7) 🇸🇰 (2) 🇩🇿 (5) 🇩🇪 (3) 🇦🇷 (2) burgy (3) 

[6/4/2022 9:56 PM] gidoly
:yuzu: Mainline 1042:
```- Stubs the bare minimum of IR services, improves IR related logging and creates IRS enum and structs. [#8395]
 * Fixes memory errors in "Nintendo Labo Toy-Con 01: Variety Kit".
- Fixes interpretation of QuerySelect 0 to return the current semaphore instead of constant 0. [#8414]
 * The Elder Scrolls V: Skyrim is now bootable.```

{Reactions}
👍 (11) 🇺🇸 (2) Ⓜ️ (4) 🇦 (3) 🇷 (3) 🇻 (3) 🇪 (3) 🇱 (3) 🇺 (3) 🅰️ (3) 🕒 (2) 🇧🇷 (12) burgy (4) ♥️ (2) 💯 (2) yuzu (4) 🇨🇱 (3) 🇷🇺 (6) 🇸🇰 (2) 🇺🇦 (4) 

[6/6/2022 3:19 AM] gidoly
:earlyaccess: Early Access 2761:
```- Fixes timing issue with the NVflinger rewrite. Most notably, speed up issues during matches on Super Smash Bros. Ultimate. [#8428]
 * Supersedes the NVflinger rewrite revert introduced on Mainline 1022.
 * For Super Smash Bros. Ultimate players, especially if you happen to use an Intel 12th gen. Alder Lake CPU, we would like to get testing reports from the users. Feel free to report back to us.```

{Reactions}
burgy (10) gaiachan (3) 🇨🇦 (3) 🇸🇰 (2) 🇺🇦 (3) 🗿 (2) 🇵🇭 (3) 🇷🇺 (9) 🇿 (4) 🇨🇱 (3) earlyaccess (5) 👍 (4) 🇩🇪 (2) mariothonk (2) ⚽ (2) 🇧🇷 (9) 🇩🇿 (6) 🇺🇸 (2) 

[6/6/2022 10:07 PM] gidoly
:yuzu: Mainline 1044:
```- Properly reports recent windows versions on log, such as Windows 11 and Windows 10 21H2. [#8367]
- Adds missing qSupported packet library list query on GDB debugger. [#8319]
- Consolidates ELF structure definitions. [#8426]
 * Note that the ELF loader is not functional yet.
- Fixes timing issue with the NVflinger rewrite. Most notably, speed up issues during matches on Super Smash Bros. Ultimate. [#8428]
 * Supersedes the NVflinger rewrite revert introduced on Mainline 1022.
 * For Super Smash Bros. Ultimate players, especially if you happen to use an Intel 12th gen. Alder Lake CPU, we would like to get testing reports from the users. Feel free to report back to us.```

{Reactions}
prometheus (5) 🇦🇷 (5) toast (3) 🇧🇩 (2) 🇧🇷 (11) ⚽ (4) ♥️ (6) 🇩 (2) 🇪 (2) 🇬 (3) 🇴 (2) 🇧🇴 (2) 🇩🇪 (3) 🇺🇦 (3) qt (2) pumpkin (2) yuzu (5) 💯 (2) 🇨🇱 (3) 🇸🇰 (2) 

[6/7/2022 11:37 PM] gidoly
:yuzu: Mainline 1045:
```- Prevents the compiler from discarding callback data. [#8435]
 * Fixes games and homebrew apps deadlocks while launching with GDB debugger.```

{Reactions}
😏 (7) 🐤 (2) inklingHmm (2) 🇧🇷 (8) 🇨🇱 (4) 🇺🇦 (5) 💯 (2) yuzu (2) 🇭 (3) 🇴 (3) 🇮 (3) 🇸🇰 (2) 🇷🇺 (8) 🇿 (4) 🇩🇿 (4) 🇩🇪 (2) 🇳🇴 (3) burgy (4) 🇨🇳 (2) 🇨🇦 (2) 

[6/9/2022 3:20 AM] gidoly
:earlyaccess: Early Access 2764:
```- Fixes compilation errors with GCC 12. [#8439]```

{Reactions}
burgy (8) ea (2) 🇨🇱 (4) earlyaccess (6) 🇧🇷 (10) 😏 (3) 🐥 (2) 🇸🇰 (2) 🇺🇦 (4) 🇷🇺 (9) 🇿 (5) ♥️ (3) 🇩🇪 (3) 🇩🇿 (4) shaggy (2) 🧠 (2) O_ (2) 🇰🇵 (3) 🇪🇸 (2) 🇨🇦 (2) 

[6/9/2022 3:20 AM] gidoly
:yuzu: Mainline 1046:
```- Fixes asio write usage with GDB debugger. [#8436]```

{Reactions}
burgy (11) 🇨🇱 (7) yuzu (7) 🇧🇷 (8) 😏 (3) 🐥 (3) 🇸🇰 (4) 🇺🇦 (6) 🇷🇺 (10) 🇿 (5) ♥️ (4) 🇩🇪 (4) 🇭 (4) 🇴 (3) 🇮 (3) 🇩🇿 (5) shaggy (3) 🏴󠁧󠁢󠁥󠁮󠁧󠁿 (2) 🇨🇦 (2) 

[6/10/2022 9:31 PM] gidoly
:earlyaccess: Early Access 2765:
```- CPU Manager, simplify pausing. [#8388]
 * Replaces the old single-core<>multi-core guest method with host-provided concurrency primitives.
 * Reintroduces PR 8388, as the mentioned issue has been addressed.```

{Reactions}
burgy (17) 🇩🇿 (5) 🇨🇱 (5) 🇩🇪 (5) 🇺🇦 (4) 🇪🇸 (3) 👍 (9) 🇺🇸 (4) 🇧🇷 (8) 🇨 (4) 🇵 (4) 🇺 (4) kekflip (2) 🇸🇪 (2) 🇵🇭 (3) earlyaccess (3) 🇸🇰 (2) 🇷🇺 (6) 🇨🇦 (2) 

[6/11/2022 8:09 AM] gidoly
:earlyaccess: Early Access 2768:
```- Fixes KCodeMemory initialization. [#8443]
 * Updates code to match current reverse engineering.
 * Collecting the page list from KPageTable instead of assuming a contiguous physical address, range will map to a contiguous virtual address range.```

{Reactions}
💜 (11) ❤️ (4) 🇩🇿 (7) 🇩🇪 (3) 🇺🇦 (4) 🇸🇰 (3) tea (3) 🇷🇺 (7) 🇺🇸 (2) 🇧🇷 (7) burgy (2) 🇨🇱 (5) earlyaccess (2) 🇨🇦 (3) 

[6/11/2022 7:30 PM] gidoly
:yuzu: Mainline 1049:
```- Updates Qt API calls to be compatible with both Qt 5 and Qt 6. [#8318]
- Translates hotkey labels on the configuration window. [#8333]
- Replaces "DOCK" button on status bar with DOCKED/HANDHELD to avoid confusion for new users. [#8405]
- Moves GPU thread to a bounded queue. [#8413]
 * Gives a better recovery from load spikes.
 * May slightly improve performance.
- Make Vulkan the default graphics backend, adds error pop-ups and QoL changes. [#8393]
* When yuzu boots, it will probe the Vulkan library, if it crashes, yuzu will show an error messages when booted a second time, then it will default to OpenGL as the only available graphics backend. Vulkan will be disabled on the graphics API drop-list. To re-enable Vulkan, the user will have to press the "Check for Working Vulkan" button at the bottom of Emulation > Configure... > Graphics.
- Fixes gesture emulation regression caused by PR 8229. [#8448]```

{Reactions}
🇨🇦 (13) 😏 (8) 🇫🇷 (8) 🙃 (4) 🇧🇷 (9) 🇩🇪 (4) 🇺🇦 (6) 👍 (7) burgy (6) 🇶 (2) 🇹 (2) qt (4) vulkan (2) 🇷🇺 (7) 🇿 (3) 🇩🇿 (6) 🇸🇰 (2) 🇺🇸 (2) 🇨🇱 (4) 🇸🇪 (2) 

[6/13/2022 12:52 AM] gidoly
:yuzu: Mainline 1050:
```- Log MSVC runtime version when running MSVC build. [#8353]
- Deprecate usage of QDesktopWidget for going full screen. [#8427]
- Fix translation not being applied to "Double-click to add a new folder to the game list" text when you change UI Language before adding a game directory. [#8449]
- Add missing virtual destructor on GDB stub_arch. [#8450]```

{Reactions}
🇺🇸 (5) 🍔 (9) 😎 (5) 🇨🇱 (5) yuzu (7) 🇧🇷 (7) 🇲 (3) 🇸 (3) 🇻 (3) 🇨 (3) 🇺🇦 (5) 🇸🇰 (3) 🇨🇦 (4) burgy (3) 🇩🇪 (2) 🇮🇹 (2) 🇸🇪 (3) 🇧🇩 (2) 🇩🇿 (5) 

[6/14/2022 12:31 AM] gidoly
:earlyaccess: Early Access 2778:
```- Partially Implement RegisterAlarmSetting, UpdateAlarmSetting, LoadApplicationParameter, DeleteAlarmSetting. [#8317]
 * Require for Fitness Boxing 2: Rhythm & Exercise and Ring Fit Adventure
- Replace usage of string guid with common uuid. [#8434]```

{Reactions}
🇧🇷 (9) inklingHmm (3) 🐥 (2) suave (2) earlyaccess (5) 🇬 (3) 🇺 (3) 🇮 (3) 🇩 (3) 💯 (2) 🇨🇱 (3) 🇸🇰 (2) 🇺🇦 (2) 🇿 (3) 🇵🇭 (2) 🇨🇦 (5) 🇩🇪 (2) 🇩🇿 (4) burgy (2) 

[6/14/2022 3:52 AM] gidoly
:earlyaccess: Early Access 2779:
```- Implement KProcess suspension. [#8457]
 * Allow pausing and unpausing the emulated game to go through the kernel mechanism intended for Kprocess suspension.```

{Reactions}
🇸🇰 (3) 🇺🇦 (4) shaggy (3) 🇨🇱 (3) earlyaccess (9) 🇷🇺 (8) 🇿 (3) 🇵🇭 (2) 🇨🇦 (4) 🇩🇪 (2) 🇩🇿 (3) 🇧🇷 (6) 🇫🇷 (4) 🇲🇫 (4) 🇨🇵 (4) 🇦🇷 (2) 

[6/14/2022 9:11 PM] gidoly
:yuzu: Mainline 1052:
```- CPU Manager, simplify pausing. [#8388]
 * Replace the old single-core<>multi-core guest method with host-provided concurrency primitives.
- Fix KCodeMemory initialization. [#8443]
 * Update code to match current reverse engineering.
 * Collecting the page list from KPageTable instead of assuming a contiguous physical address, range will map to a contiguous virtual address range.
- Add GDB stub support for yuzu-cmd. [#8446]
- Add remote connection support for GDB stub. [#8453]
- Remove constexpr Flow::Block on shader recompiler structured control flow code. [#8458]
 * Remove as it is no longer supported on newer libstdc++ versions.```

{Reactions}
🇨🇦 (7) 🇫🇷 (2) 🇩🇪 (3) 🎉 (6) 🇧 (6) 🇪 (5) 🇳 (5) 🇮 (5) 🇸 (5) 👏🏻 (2) 🇺🇸 (2) O_ (2) 🇷🇺 (8) 🇿 (5) burgy (6) 🇺🇦 (2) 🇧🇷 (6) 💯 (2) 🇨🇱 (3) yuzu (4) 

[6/16/2022 1:57 AM] gidoly
:earlyaccess: Early Access 2790:
```Project Y.F.C Part 1
- Fully reworked GPU driver emulation based on RE and code from Skyline Emulator.
- Fully reworked GPU memory management.
- Implement GPU channels.
- Fix several graphical issues on the Vulkan backend, Buffer Cache and Shader Decompiler.
- Rework host frame presentation.
 * Fixes Super Smash Bros. Ultimate's World of Light adventure mode.
 * Games that originally did not boot, such as NARUTO SHIPPUDEN: Ultimate Ninja STORM 4 Road to Boruto, are now playable.
 * Games that originally did not render, such as The Legend of Heroes: Ao no Kiseki KAI, are now playable.
 * Fixes an issue in Yo-kai Watch 4 where the game rendered overly bright.
 * Fixes The Witcher 3: Wild Hunt's graphical issues.
 * Fixes Mario Golf Super Rush.
 * Fixes Rune Factory 5 terrain texture corruption.
 * Improves frame pacing in various games, especially in the Xenoblade titles.

Special credits: 
 - Thanks to bylaws and Skyline Emulator for providing RE'd base code and information of NVIDIA's kernel driver.
 - Thanks to AsLody for finding the cause of the issues behind Yo-kai Watch 4, The Witcher 3: Wild Hunt and Hades, among others.```

{Reactions}
burgy (47) yfc (25) kirbyknife (15) ggghost (7) 🇨🇱 (10) earlyaccess (28) 👌 (29) 🇩🇪 (6) 🇫🇷 (10) 📖 (5) deepfried (16) 😑 (5) 👍 (22) 🙏 (19) Ⓜ️ (9) 🇦 (9) 🇷 (9) 🇻 (9) 🇪 (8) 🇱 (9) 

[6/16/2022 10:41 PM] gidoly
:yuzu: Mainline 1054:
```- Partially Implement RegisterAlarmSetting, UpdateAlarmSetting, LoadApplicationParameter, DeleteAlarmSetting. [#8317]
- Make variable shadowing a compile-time error [#8383]
 * Enforce compile- time error to prevent any further introduction of this logic bug.
- Replace usage of string GUID with common UUID. [#8434]
- Fixes compilation errors with GCC 12. [#8439]
- Implement KProcess suspension. [#8457]
 * Allow pausing and unpausing the emulated game to go through the kernel mechanism intended for Kprocess suspension.
- Use VK_ACCESS_NONE and explicitly cast to VkAccessFlags in vk_compute_pass. [#8459, #8461, #8465]
 * Silence warnings in GCC and MSVC compilers
- Use constexpr capacity and mask on bounded_threadsafe_queue. [#8460]
 * Small optimization that make  indexing to the queue slightly faster.
- Centralize profile scope for Dynarmic. [#8462]
- Notify GDB debugger when SVC break happens. [#8464]```

{Reactions}
😔 (4) thisisfine (7) ggghost (3) 🇨🇦 (5) 🇩🇪 (3) 🇺🇦 (3) 🇧🇷 (6) 🇩 (4) 🇾 (3) 🇳 (3) 🇦 (3) 🇷 (3) 🇲 (4) 🇮 (3) 🇨 (3) octolingSip (2) 🇩🇿 (4) 💯 (3) earlyaccess (3) qt (2) 

[6/17/2022 8:45 AM] gidoly
:earlyaccess: Early Access 2794:
```- Fixes uses of disable_count on kernel scheduler. [#8468]
 * Matches scheduler behavior more close to last Reverse engineered code.```

{Reactions}
burgy (14) ggghost (2) 🇩🇪 (3) 🇺🇦 (4) 🇸🇰 (3) octolingSip (2) 🇨🇱 (4) 💯 (2) 🇩🇿 (4) 🇺🇸 (2) earlyaccess (3) 🇨🇦 (2) 🇲🇽 (3) 🇧🇷 (5) 🍞 (2) 🇪🇬 (2) 

[6/17/2022 8:46 AM] gidoly
:yuzu: Mainline 1056:
```- Silences input key logging on debug logging mode. [#8472]
- Implements Exitprocess svc. [#8473]
- Makes yuzu-cmd respect log_filter setting. [#8474]
 * Fixes yuzu-cmd not applying log filter preset in config file. 
- Fixes initialization in single core and sync GPU mode. [#8476]
 * Fixes race between CPU thread initialization and GPU initialization which was uncovered by PR #8388.
 * Fixes Fire Emblem Three Houses crash introduce on Mainline 1052.```

{Reactions}
burgy (18) 🇩🇪 (6) 🇺🇦 (7) 🇸🇰 (4) 🇷🇺 (11) 🇿 (6) 🇸🇪 (4) 🇮🇸 (4) 🇳🇴 (3) 🇩🇰 (5) 🇫🇴 (3) 🇫🇮 (6) 🇨🇱 (7) 🔥 (5) 🔱 (5) 🇧🇷 (5) 💯 (3) 🇩🇿 (5) 🇺🇸 (5) yuzu (6) 

[6/25/2022 10:59 PM] gidoly
:earlyaccess: Early Access 2795 ~ 2801:
```- Make current thread pointer thread local on kernel. [#8475]
 * Further efforts to match kernel code closer to last Reverse engineered code.
 * Required for reworking the idle mechanism.
- Tweak API usage in qt_web_browser.cpp [#8477]
 * Addresses issues when compile with  "YUZU_USE_QT_WEB_ENGINE" flag
- Stop ReadCode callbacks to unmapped addresses with dynarmic. [#8490]
 * Fixes yuzu get stuck on "A64 Merge Interpret Blocks Pass" and spams memory errors when jumping invalid address.
- Correct some mistakes and add more validations with hid services. [#8492]
 * Fixes "Get Vibration Device Info" behavior, allows to boot de Blob for nintendo switch```

{Reactions}
burgy (11) 🇧🇷 (6) 🇨🇱 (5) earlyaccess (7) 🇦🇷 (3) 🇨🇦 (2) 🇷🇺 (8) 🇿 (4) blyat (2) 💯 (3) yuzu (2) 🇺🇦 (3) 🇸🇰 (2) ♥️ (3) O_ (2) 🇪🇬 (2) 🇩🇿 (3) 🇩🇪 (2) 🏴󠁧󠁢󠁥󠁮󠁧󠁿 (2) 

[6/25/2022 10:59 PM] gidoly
:yuzu: Mainline 1061:
```- Stub "Perform System Button Pressing If In Focus" service [#8487]
 * Addresses SVC break on Ring Fit Adventure.```

{Reactions}
🇧🇷 (5) 🇨🇱 (5) yuzu (9) 🇦🇷 (3) 🇨🇦 (2) 🇷🇺 (7) 🇿 (5) 🇸🇰 (2) 🇺🇦 (2) 🇪🇬 (2) 🇩🇿 (3) 🇩🇪 (2) 🏴󠁧󠁢󠁥󠁮󠁧󠁿 (2) burgy (2) 

[6/25/2022 11:00 PM] gidoly
:yuzu: Mainline 1062:
```- Implement read/write memory breakpoint for GDB debugger. [#8432]
- Use Clang for MinGW builds. [#8455]
- Fixes uses of disable_count on kernel scheduler. [#8468]
 * Matches scheduler behavior more closer to last Reverse engineered code.```

{Reactions}
🇧🇷 (5) 🇨🇱 (5) yuzu (9) 🇦🇷 (3) 🇨🇦 (2) 🇷🇺 (9) 🇿 (5) 🇨 (2) 🇱 (2) 🇦 (2) 🇳 (2) 🇬 (2) 🇲 (3) 🇷 (2) 🇮 (2) 🇴 (2) 💯 (3) earlyaccess (2) 🍴 (2) vulkan (2) 

[6/25/2022 11:00 PM] gidoly
:yuzu: Mainline 1063:
```- Remove extraneous assert on KPageTable. [#8491]
 * Resolves a "-Wtype-limits" warning on GCC/Clang.
- Wait for threads to stop on pause for kernal. [#8483]
 * Addresses Fire Emblem Three Houses crash regression caused by Mainline 1052 for most systems.```

{Reactions}
burgy (12) Ⓜ️ (3) 🇦 (3) 🇷 (3) 🇻 (3) 🇪 (3) 🇱 (5) 🇺 (2) 🅰️ (2) 🕒 (2) 🇧🇷 (8) 🇨🇱 (5) yuzu (7) 🇦🇷 (2) 🇨🇦 (3) 🇷🇺 (8) 🇿 (4) 🇺🇦 (4) 💯 (3) 🇸🇰 (2) 

[6/26/2022 9:52 PM] gidoly
:yuzu: Mainline 1066:
```- Adds missing reply while poking registers from GDB. [#8500]
 * Fixes a timeout while waiting for a reply from GDB. ```

{Reactions}
👍 (13) 🇧🇷 (4) yuzu (4) 🇨🇱 (5) 🤏 (4) 🇨🇦 (2) 🇸🇰 (3) 🇺🇦 (5) 🇩🇪 (5) 🇷🇺 (7) 🇩🇿 (2) 💯 (2) earlyaccess (2) 🍴 (2) 🇫🇷 (2) 🇪🇬 (2) burgy (2) yfc (2) 🍞 (2) 

[6/26/2022 11:17 PM] gidoly
:earlyaccess: Early Access 2803:
```- Fixes speed limit percent option on multicore. [#8508]
* This option allows the user to set game speed, some games however do not get speed increases but still allow for slowdowns. Dynamic FPS titles will not be affected in game speed, but rather refresh rate. 
* Option can be found at Configure > General, for both global and per game configuration.```

{Reactions}
🇧🇷 (18) 🇲 (20) 🇺 (20) 🇱 (20) 🇹 (20) 🇮 (20) 🇨 (20) 🇴 (20) 🇷 (20) 🇪 (20) 🇨🇱 (10) earlyaccess (8) blyat (7) 🇨🇦 (3) 🇸🇰 (4) 🇺🇦 (5) 🇹🇷 (3) ♥️ (4) 🇩🇪 (5) 🇸🇪 (5) 

[7/3/2022 8:28 AM] gidoly
:yuzu: Mainline 1067:
```- Make current thread pointer thread local on kernel. [#8475]
 * Further efforts to match kernel code closer to last Reverse engineered code.```

{Reactions}
❤️ (10) 🇨🇱 (6) yuzu (4) 😎 (3) 🌅 (3) 🌄 (3) 🌇 (3) 🇸🇰 (3) 🇺🇦 (4) 🏳️‍⚧️ (3) 🇩🇪 (3) 🇩🇿 (4) 🇧🇷 (5) 🇷🇺 (6) 🇿 (4) 🇨🇦 (2) 

[7/3/2022 9:13 AM] gidoly
:earlyaccess: Early Access 2803 ~ 2814:
```- Clean up kernel waiting implementation. [#8502]
 * Matches kernel behavior more closer with 13.0.0 firmware update.
- Implement "ASTC_10x6_UNORM"  pixel format for OpenGL and Vulkan. [#8528]
 * Used by Monster Hunter Rise Update 10.0.2.
 * Note that the game needs more work to render properly.
- Simplify CPU fibers. [#8532]
 *  Refactors the existing code to make it easier to use.```

{Reactions}
🇸🇰 (3) 🇺🇦 (4) 🏳️‍⚧️ (3) ❤️ (9) 🇷🇺 (8) 🇿 (8) 🇩🇪 (3) 🇩🇿 (4) blyat (3) shaggy (3) 🇧🇷 (5) 🇨🇱 (7) 🇨🇦 (2) earlyaccess (3) 

[7/3/2022 9:15 AM] gidoly
:yuzu: Mainline 1068:
```- Adds support for 'InfoType_MesosphereCurrentProcess'. [#8504]
 * Used by exlaunch hooking framework. ```

{Reactions}
🇸🇰 (3) 🇺🇦 (4) 🏳️‍⚧️ (4) ❤️ (8) 🇩🇪 (3) 🇩🇿 (5) 🇧🇷 (6) 🇷🇺 (6) 🇿 (3) 🇨🇱 (7) 🇨🇦 (2) yuzu (4) 

[7/3/2022 9:16 AM] gidoly
:yuzu: Mainline 1069:
```- Replace several names with more appropriate ones throughout the codebase. [#8512]```

{Reactions}
smug (4) 🇸🇰 (3) 🇺🇦 (4) ❤️ (8) 🇩🇪 (3) 🇩🇿 (5) 🇧🇷 (6) 🇷🇺 (6) 🇿 (3) 🇨🇱 (7) 🇨🇦 (2) yuzu (4) 6️⃣ (2) 9️⃣ (2) 

[7/3/2022 9:17 AM] gidoly
:yuzu: Mainline 1070:
```- Introduce new core timing. [#7454]
 * Fixes multiple timing issues that could occur.
- Reverts workaround for "AMDVLK's VK_KHR_push_descriptor" for AMD drivers. [#8518] 
 * AMD users must update to driver version 22.6.1 to get proper Vulkan support.```

{Reactions}
🇸🇰 (3) 🇺🇦 (3) ❤️ (10) amd (5) 🇩🇪 (3) 🇩🇿 (5) 🇧🇷 (5) 🇷🇺 (6) 🇿 (3) 🇨🇱 (7) 🇨🇦 (2) yuzu (5) 

[7/3/2022 9:18 AM] gidoly
:yuzu: Mainline 1071:
```- Stop ReadCode callbacks to unmapped addresses with dynarmic. [#8490]
 * Fixes yuzu get stuck on "A64 Merge Interpret Blocks Pass" and spams memory errors when jumping to an invalid address.```

{Reactions}
🇸🇰 (3) 🇺🇦 (3) ❤️ (8) 🇩🇪 (3) 🇩🇿 (5) 🇧🇷 (5) 🇷🇺 (6) 🇿 (3) 🇨🇱 (7) 🇨🇦 (2) yuzu (4) 

[7/3/2022 9:19 AM] gidoly
:yuzu: Mainline 1072:
```- Properly check idle on return from preemption on CPUManager. [#8523]
 * Fixes a regression with single core option introduced by PR 8475.
Extra note for users:
NVIDIA Maxwell and Pascal (1000, 900 and 750 series cards) users should stay on 512 series drivers and older, 516 series are known to make Vulkan unstable on those GPUs.```

{Reactions}
🇸🇰 (4) 🇺🇦 (4) 🏳️‍⚧️ (5) 🏳️‍🌈 (5) ❤️ (11) 🇩🇪 (3) 🇩🇿 (6) 🇺🇾 (3) 🇷🇺 (7) 🇿 (5) inklingD (4) inklingHmm (3) 🇧🇷 (5) 🇨🇱 (7) 🇨🇦 (3) yuzu (5) vulkan (4) 

[7/3/2022 9:58 PM] gidoly
:yuzu: Mainline 1073:
```- Use a single thread for core timing. [#8531]
 * Partially addresses the CPU usage and a slight performance loss regression caused by the new core timing in PR 7454.```

{Reactions}
🇺🇸 (3) 🦍 (5) 🇨🇦 (4) 🇧🇷 (4) inklingWhy (5) 🇩🇿 (4) 🇨🇱 (7) yuzu (7) 🇩🇪 (4) 🇺🇦 (3) 🇹 (5) 🇮 (5) 🇲 (5) ℹ️ (5) 🇳 (5) 🇬 (5) 🇷🇺 (9) 🇫🇷 (5) 🇿 (3) 🇵🇹 (5) 

[7/5/2022 4:41 AM] gidoly
:earlyaccess: Early Access 2815:
```- Vibrations are on its own thread and at a lower frequency [#8510]
 * Fixes controllers locking issues that could occur due to vibration.
- Consolidate RangedSetting's with BasicSetting. [#8522]
 * Simplify the code and resolve issues with compilers such as GCC.
- Fixes button inputs with web applet. [#8536]```

{Reactions}
🇨🇱 (7) earlyaccess (13) 🇲🇽 (4) 🇸🇰 (3) 🇺🇦 (5) ♥️ (6) 🇩🇪 (4) 🇷🇺 (9) 🇿 (5) 🇨🇦 (4) 🇵🇭 (3) O_ (3) 🇧🇷 (5) bun_hawt (4) 🇺🇸 (3) 💩 (3) 🇩🇿 (3) 😃 (2) 

[7/5/2022 7:51 PM] gidoly
:yuzu: Mainline 1075:
```- Tweak API usage in qt_web_browser.cpp. [#8477]
 * Addresses issues when compiling yuzu with the "YUZU_USE_QT_WEB_ENGINE" flag, and is preliminary work for Qt6 support.
- Makes directly access to SP registers on GDB stub. [#8521]```

{Reactions}
❤️ (10) 🇷 (5) 🇮 (5) 🇳 (6) 🇬 (5) 🎆 (3) 🤲 (3) 🏳️‍⚧️ (4) 🇧🇷 (5) 🇩🇪 (3) 🇺🇦 (6) shaggy (3) 🇨🇺 (3) 🇨🇱 (6) 🇨🇦 (3) 🇷🇺 (7) yuzu (3) 🇸🇰 (3) 🇺🇸 (3) 🇩🇿 (3) 

[7/6/2022 6:26 AM] gidoly
:yuzu: Mainline 1076:
```- Simplify CPU fibers. [#8532]
 *  Refactors the existing code to make it easier to use.
- Use old pausing mechanism. [#8538]
 * This aims to help with Fire Emblem Three Houses crash regression, it does not address the issue fully, a proper fix for it will be in the next mainline.```

{Reactions}
🇨🇱 (5) yuzu (5) ❤️ (9) ded (3) 🇨🇦 (3) 🇺🇦 (5) 🇸🇰 (3) 🇩🇪 (3) 🇺🇸 (3) 🇩🇿 (4) 🇧🇷 (4) 🇷🇺 (6) 🇿 🇻🇳 (2) 

[7/6/2022 7:06 AM] gidoly
:yuzu: Mainline 1078:
```- Use GitHub Actions to validate pull requests with additional changes for yuzu. [#8486]
 * On MSVC when cache is enabled, Ninja is used instead of MSBuild to use the cache launcher properly and debug information generation will be downgraded to make the debug info more deterministic.
 * All Linux builds now use Ninja to speed up the build.
 * For Linux Fresh/Appimage: When inside the container, the AppImage builder will be launched using the "extract and run" method instead of the FUSE-based approach.
-  Use the previous MPSCQueue implementation for GPU command queue. [#8542]
 * Addresses Fire Emblem Three Houses crash regressions introduced in recent builds.```

{Reactions}
🇫🇷 (8) 🇷🇺 (10) 🇿 (6) ♥️ (8) 🇸🇰 (3) 🇺🇦 (6) 🇩🇪 (3) 🇨🇦 (3) 🇨🇱 (6) yuzu (3) 🇺🇸 (3) burgy (6) 🇧🇷 (6) 🇩🇿 (5) 🇨 (3) 🇩 (3) 

[7/7/2022 7:37 AM] gidoly
:earlyaccess: Early Access 2820:
```Project Andio
- Replaces current yuzu audio systems.
- Implements support for recent audio revisions, making games that uses those to become playable and output sound.
 * Games such as Fire Emblem Warriors Three Hopes, Yomawari 3, are now playable.
- Implements missing audio effects.
 * Fixes game audio not sounding properly on various scenes, such as underwater in Super Mario 3D World + Bowser Fury.
- Implements audio inputs.
 * Games that use the microphone are now playable, specifically Let's Sing Games.```

{Reactions}
♥️ (56) inklingD (8) prometheus (9) suave (5) 🇦🇷 (6) 🎵 (8) 🇧🇩 (3) yuzu (5) 🇸🇰 (3) 🇺🇦 (3) 👍 (9) 🙏 (2) 😭 (5) 💯 (6) 🇨🇦 (4) ✅ (5) 🥳 (5) corgi (3) 💜 (3) patreon (4) 

[7/8/2022 2:24 AM] gidoly
:yuzu: Mainline 1080:
```- Correct some mistakes and add more validations with hid services. [#8492]
 * Fixes "Get Vibration Device Info" behavior, allows to boot de Blob for nintendo switch.
- Consolidate RangedSetting's with BasicSetting. [#8522]
 * Simplify the code and resolve issues with compilers such as GCC.```

{Reactions}
🇨🇦 (4) 🇧🇷 (6) 🎉 (5) sanic (5) 🇧🇩 (3) whatsthis2 (3) octolingSip (3) 🇸🇰 (3) 🇺🇦 (3) ♥️ (6) 🇩🇪 (3) 🇩🇿 (3) 🇷🇺 (8) 🇿 (4) 🇺🇸 (3) burgy (5) 🇬 (3) 🇨 (4) ©️ (3) 🇩🇰 (3) 

[7/9/2022 6:42 AM] gidoly
:yuzu: Mainline 1081:
```- Adds better support for backtrace generation. [#8501]
 * Adds the frame as the top frame in the stacktrace.
 * 32-bit games are compiled with frame pointer support, backtraces reports from this will similar to how sysmodule would.
 * Demangle names when compiling with libstdc++ or libc++.
- Clean up kernel waiting implementation. [#8502]
 * Matches kernel behavior to be closer to the with 13.0.0 firmware update.```

{Reactions}
burgy (9) ♥️ (10) yuzu (8) 🇸🇰 (3) 🇺🇦 (5) 🇷🇺 (8) 🇿 (4) 🇨🇱 (6) 🇩🇪 (3) 🇧🇷 (7) octolingSip (3) 🇨🇦 (4) 🇩🇿 (3) inklingHmm (3) 🍑 (4) 🇪🇬 (3) 🇺🇸 (3) 💩 (3) 🇵🇹 (3) 

[7/10/2022 8:31 PM] gidoly
:yuzu: Mainline 1083:
```- Implement "ASTC_10x6_UNORM"  pixel format for OpenGL and Vulkan. [#8528]
 * Used by Monster Hunter Rise Update 10.0.2.
 * Note that the game needs more work to render properly.
- Reworks Core timing events. [#8561]
 * Addresses audio delay issues with project Andio and original audio system.```

{Reactions}
🇧🇷 (3) 🇺🇸 (3) 🇲 (3) 🇭 (3) 🇷 (4) smug (3) kek (5) this (4) 👍 (4) thonking (3) thisisfine (6) 🚬 (4) 👀 (3) 👌 (3) 📣 (3) 🇬 (3) O2 (4) O_ (4) ackchyually (3) amd (3) 

[7/10/2022 8:33 PM] gidoly
:earlyaccess: Early Access 2824:
```Project Y.F.C Part 1 status
- Graphic issues with 0.5 and 0.75 resolution scaling have been addressed.
- Metroid Dread crashing issues have been addressed.
- Super Mario Maker 2 flickering issue have been addressed.
- Super Smash Bros. Ultimate world of light event OpenGL crash have been addressed.
- Added fix for nvmap object random crash PR [#8506] in to Y.F.C Part 1 PR.
 * Partially addresses Teenage Mutant Ninja Turtles Shredder's Revenge crashes when booting.
Project Andio status
- Fixed buffer queue not applying correctly which caused more audio delays.
- Fixed Light Limiter audio command.
 * Fixes sound on Nintendo Switch Sports.```

{Reactions}
🇷🇺 (9) 🇿 (8) 🇧🇷 (7) 🇺🇸 (10) 🇾 (13) 🇫 (13) 🇨 (13) thisisfine (4) 👀 (7) 📣 (3) 🚬 (3) 🇬 (3) smug (5) kek (6) 👍 (7) this (4) thonking (3) 👌 (6) O_ (4) O2 (4) 

[7/11/2022 1:50 AM] gidoly
:earlyaccess: Early Access 2825:
```- Re-work KScheduler based on last reverse engineered kernel. [#8549]
 * Improves general stability for the switch library.
 * Fixes lock up issue on Mario Strikers: Battle League.
 * Mononoke Slashdown is now bootable.
- Fixes usage of waiter_list in Finalize on kernel. [#8559]```

{Reactions}
🇧🇷 (14) 🗄️ (4) 📁 (4) 🗃️ (3) 📂 (3) 🇦🇷 (4) 💪 (12) bowsette (3) 🇲🇽 (3) 🇨🇱 (6) earlyaccess (4) 🇸🇰 (3) 🇺🇦 (5) ♥️ (5) 🇫🇷 (4) 🇩🇪 (3) inklingHmm (6) 🏴󠁧󠁢󠁳󠁣󠁴󠁿 (3) 🇩🇿 (5) 🇵🇹 (3) 

[7/12/2022 7:47 PM] gidoly
:earlyaccess: Early Access 2829:
```- Updates dynarmic to 6.1.1. [#8571]```

{Reactions}
🇸🇰 (5) 🇺🇦 (4) 🇸🇪 (6) 🇺🇸 (5) ❤️ (6) 🇨🇱 (6) 🗿 (4) 🇧🇷 (4) 🇲🇽 (5) 🇩 (7) 🇾 (7) 🇳 (7) 🇦 (7) 🇷 (7) 🇲 (7) 🇮 (7) 🇨 (7) 🇩🇪 (4) 💯 (3) 🇨🇦 (4) 

[7/12/2022 7:49 PM] gidoly
:yuzu: Mainline 1085:
```- Fixes usage of waiter_list in Finalize on kernel. [#8559]```

{Reactions}
🇸🇰 (6) 🇺🇦 (4) 🇸🇪 (5) 🇺🇸 (4) ❤️ (7) 🇨🇱 (6) 🗿 (3) 🇧🇷 (4) 🇩🇪 (4) burgy (5) 🇲🇽 (3) 💯 (4) inklingWhy (3) earlyaccess (4) 🇨🇦 (4) 🇩🇿 (3) 

[7/13/2022 12:28 AM] gidoly
:yuzu: Mainline 1086:
```Project Andio
- Replaces current yuzu audio systems.
- Implements support for recent audio revisions, making games that uses those to become playable and output sound.
 * Games such as Fire Emblem Warriors Three Hopes, Yomawari 3, are now playable.
- Implements missing audio effects.
 * Fixes game audio not sounding properly on various scenes, such as underwater in Super Mario 3D World + Bowser Fury.
- Implements audio inputs.
 * Games that use the microphone are now playable, specifically Let's Sing Games.```

{Reactions}
🧄 (6) 🧅 (5) 🫒 (4) 🧀 (4) 🥐 (5) 🤿 (4) ☎️ (4) 👍 (13) ♥️ (8) octolingLove (8) 🇧🇷 (5) 🇦 (11) 🇳 (11) 🇩 (11) 🇮 (11) 🇴 (11) 🎤 (5) 🇨🇱 (7) yuzu (7) tuxdab (3) 

[7/13/2022 5:20 AM] gidoly
:yuzu: Mainline 1087:
```- Revert project Andio due to regression reported with Fire Emblem Three Houses.
 * PR will be merge in mainline once said issue resolved```

{Reactions}
🇩🇪 (5) 🇺🇦 (5) burgy (7) 🇨🇦 (7) kek (21) 🇸🇰 (3) inklingCry (6) 😿 (12) chu (5) 🤨 (5) ♥️ (5) 🎧 (3) 😭 (5) 🇩🇿 (3) 🇲🇽 (3) shaggy (3) 🇺🇸 (3) 🇷🇺 (7) 🇧🇷 (6) 🇵🇹 (3) 

[7/14/2022 1:07 AM] gidoly
:yuzu: Mainline 1088:
```- Updates dynarmic to 6.1.1. [#8571]```

{Reactions}
🇧🇷 (7) 🇨🇦 (4) 🇩 (12) 🇾 (12) 🇳 (12) 🇦 (12) 🇷 (13) 🇲 (12) 🇮 (12) 🇨 (13) 🚎 (4) 🇵🇪 (3) 🇨🇱 (6) yuzu (8) 🗿 (3) 🇮🇳 (3) 🇷🇺 (7) 🇺🇦 (4) 🇸🇰 (3) 🇭🇷 (4) 

[7/14/2022 11:22 PM] gidoly
:yuzu: Mainline 1090:
```- Reintroduces "Project Andio". [#8548]```

{Reactions}
🇨🇱 (16) prometheus (11) 🇦🇷 (4) yuzu (8) 💪 (14) ❤️ (6) 🇧🇷 (7) 🍆 (5) inklingHmm (5) 🇩🇿 (5) 🇨🇦 (6) 🇩🇪 (5) 🇦 (9) 🇳 (9) 🇩 (9) 🇮 (9) 🇴 (9) 2️⃣ (8) 🇺🇦 (6) thonking (5) 

[7/15/2022 4:31 AM] gidoly
:earlyaccess: Early Access 2835:
```- Use TSC clock rate from CPUID when available [#8543]
 * Slightly improve timing and booting time.
- Update some services to 14.0.0+. [#8544]
- Update SDL to pre-release 2.23.1. [#8525]
- Add TS to PTM services and stub nifm GetInternetConnectionStatus.```

{Reactions}
🇵🇭 (3) 🇸🇰 (3) 🇺🇦 (6) burgy (8) ✊ (6) 🍆 (6) 💦 (3) 🇨🇦 (3) 🇫🇷 (5) ♥️ (5) 🇩🇿 (4) 🇸🇪 (3) 🇩🇪 (3) mariothonk (3) zelda (3) pikaban (3) 🇨🇱 (6) 🗿 (3) tuxdab (3) 🇷🇺 (8) 

[7/15/2022 9:39 PM] gidoly
:earlyaccess: Early Access 2836.
```-  Simulates putting the application in the background/to sleep on Pause/Resume. [#8581]
 * Used by Bravely Default 2, Pokémon Let's GO, The World Ends With You Final Remix.
- Streamline broken Vulkan handling [#8564]
 * Unlike the previous Vulkan checking, it runs a separate instance to check if Vulkan verification is failing. Vulkan will be disable when the separate instance check fails. To re-enable Vulkan, you have to reboot yuzu.```

{Reactions}
🇷🇺 (7) 🇿 (6) ⬅️ (5) 💩 (5) 🇺🇸 (4) octolingSip (5) 🇩🇿 (5) 🇨🇱 (6) earlyaccess (4) 🇲🇽 (3) 🗿 (3) shaggy (3) 🇸🇰 (3) 🇺🇦 (8) 🇧🇷 (4) ♥️ (4) 🇩🇪 (3) 🇨🇦 (2) 

[7/15/2022 9:39 PM] gidoly
:yuzu: Mainline 1091:
```- Abort watchpoints as soon as possible on Dynarmic. [#8569]
 * Fixes recording the wrong stopping address for the PC register.
- Mark virtual methods as override on KCodeMemory. [#8586]
- Mark padding as [[maybe_unused]] on common_funcs file. [#8587]
- Adds polymorphic destructor required for abstract class IBinder on nvflinger. [#8588]
 * Fixes incorrect behaviour on nvflinger code.```

{Reactions}
🇷🇺 (10) 🇿 (6) 🇺🇸 (3) 🇩🇿 (5) 👍 (6) 🇨🇱 (7) yuzu (6) 🗿 (3) 🇧🇩 (4) mariothonk (3) 🇸🇰 (3) 🇺🇦 (9) 🇧🇷 (5) ♥️ (3) 🇩🇪 (4) 🇨🇦 (3) 

[7/17/2022 7:11 AM] gidoly
:earlyaccess: Early Access 2840:
```- Implements basic IR camera support, split processors, and Image Transfer Processor. [#8484]
 * Adds night vision IR camera inputs, setting can be found on Configure -> Controls -> Advanced -> Enable Infrared Camera, click configure right next to the option to select the camera device.```

{Reactions}
📷 (7) 🇸🇰 (5) 🇺🇦 (8) 🇨🇱 (6) earlyaccess (6) ❤️ (7) 🇷🇺 (9) 🇿 (5) 🇩🇿 (6) 🇩🇪 (3) 🇧🇷 (4) thonking (3) octolingEvil (3) 🇨🇦 (3) smug (3) 🗿 (3) 🇧🇪 (3) 🇫🇷 (3) 

[7/17/2022 7:12 AM] gidoly
:yuzu: Mainline 1092:
```- Fix bitfield aliasing on GCC/Clang. [#8560]
 * Works around a GCC/Clang compiler specific issue in some conditions where the game would spam the controller applet due to believing the wrong controllers were connected.```

{Reactions}
🇸🇰 (6) 🇺🇦 (8) 🇨🇱 (6) yuzu (4) ❤️ (9) 🇨🇦 (4) 🇷🇺 (9) 🇿 (5) 🇩🇿 (6) 🇩🇪 (3) 🇧🇷 (4) 🤨 (4) 🤏 (3) shaggy (3) toast (4) 🗿 (3) 🇧🇪 (3) andydab (3) 

[7/17/2022 8:35 PM] gidoly
:yuzu: Mainline 1093:
```- Update SDL to pre-release 2.23.1. [#8525]
- Use TSC clock rate from CPUID when available [#8543]
 * Slightly improves timing and booting time.
- Make ranged a property of the type on common/setting.h file. [#8593]
 * Resolves new GCC 12 warnings when Type is of form std::optional.
- Skip watchpoint checks when reading instructions on GDB debugger. [#8594]
 * Corrects debugger behaviour when watchpoints should only be checked for data instructions.```

{Reactions}
🇩🇪 (6) 🇺🇦 (6) 🇺🇸 (4) burgy (8) 🇧🇷 (6) 🇸 (4) 🇩 (4) 🇱 (6) ❤️ (4) inklingHmm (3) 👍 (5) 🇨🇦 (3) 🚬 (3) 🇷🇺 (8) 🇸🇰 (4) mariothonk (3) 🇩🇿 (3) 🇨🇱 (6) 

[7/18/2022 9:06 AM] gidoly
:yuzu: Mainline 1094:
```-  Factor speed limit into frame time calculation. [#8508]
 * Merge "Limit speed percent" option with "Frame rate cap" option. CTRL + U hotkey will function same as before, most important user facing difference would be that now the user can set a game speed with percentage values. You can either slow down or speed up gameplay with this setting as long as the specific game allows it. If the game supports dynamic FPS it will adjust refresh rate instead. And highly requested feature, now we can apply higher game speed/refresh rate on boot. Game speed and refresh rate value on boot will be decided by percentage value you set. CTRL + U can still be used while you set the percentage value in case you want to speed up only certain sections of the game.
- Update some services to 14.0.0+. [#8544]
- Abort watchpoints as soon as possible on Dynarmic. [#8569]
 * Fixes recording the wrong stopping address for the PC 
Register.
- Update dynarmic to 6.2.1 [#8604]
 * Aims to address crash regression with flatpak build.```

{Reactions}
❤️ (15) 🇩🇪 (7) 🇺🇦 (6) 🇸🇰 (4) 🇧🇪 (3) 🇷🇺 (10) 🇿 (8) inklingD (4) 🇫 (5) 🇵 (5) 🇸 (4) 🇧🇷 (6) 👍 (4) 🇩🇿 (3) 🇨🇱 (7) 🗿 (3) 👀 (3) inklingWhy (4) 🇺🇸 (3) 

[7/19/2022 5:27 AM] gidoly
:yuzu: Mainline 1096:
```-  Simulates putting the application in the background/to sleep on Pause/Resume. [#8581]
 * Used by Bravely Default 2, Pokémon Let's GO, The World Ends With You Final Remix.
- Reverts SDL2 to 2.0.20 due to crashing regression introduced with steam deck. [#8607]```

{Reactions}
❤️ (10) 🇸🇰 (4) 🇺🇦 (7) 🇷🇺 (11) 🇿 (8) 🇨🇦 (3) 🚬 (3) 🇩🇪 (5) burgy (3) 🇨🇱 (7) 🗿 (3) 🇩🇿 (3) shaggy (4) 👍 (3) 🇺🇸 (3) 🇧🇷 (5) ⏯️ (3) 🙁 (3) yuzu (4) 🐷 (2) 

[7/20/2022 6:06 AM] gidoly
:yuzu: Mainline 1098:
```- Re-work KScheduler based on last reverse engineered kernel. [#8549]
 * Improves general stability for the switch library.
 * Fixes lock up issue on Mario Strikers: Battle League.
 * Mononoke Slashdown is now bootable.
- Rename 'Undocked' to 'Handheld' on controller setting. [#8610]```

{Reactions}
🍆 (4) 🇩 (6) 🇦 (5) burgy (6) 🇧 (6) 😩 (4) 💦 (3) 🇨🇱 (7) yuzu (7) 🇸🇰 (4) 🇺🇦 (4) ♥️ (5) 🇷🇺 (9) 🇿 (6) 👍 (4) 🇩🇪 (5) 🇩🇿 (7) 🇺🇸 (4) 🇮🇱 (4) thonking (3) 

[7/20/2022 6:09 AM] gidoly
:yuzu: Mainline 1099:
```- Beeep - Bop mainline build failed.
- Identifying source.....
- Golden triggered build wrong
- re triggering  build...
- Mainline 1100 successfully built.```

{Reactions}
🤨 (109) 🇨🇱 (9) yuzu (11) 🇸🇰 (5) 🇺🇦 (3) ♥️ (4) holodealwithit (4) burgy (6) 🇧🇪 (3) 🇷🇺 (9) 🇿 (8) 🤔 (17) 🇩🇪 (7) 🇩🇿 (7) 😓 (5) 🇺🇸 (5) O_ (6) 🇮🇱 (4) 🏴󠁧󠁢󠁥󠁮󠁧󠁿 (4) shaggy (5) 

[7/23/2022 9:24 PM] gidoly
:yuzu: Mainline 1105:
```- Enable the use of MSG_DONTWAIT flag on RecvImpl. [#8598]
 * Improves compatibility with Mario Odyssey online mod.
- Reverts SDL2 to 2.0.20 due to crashing regression introduced with steam deck. [#8607]
- Use correct byte size for framebuffer. [#8611]
 * Fixes vulkan crash with flatpak builds.
- Replace conan with vcpkg. [#8624]
 * Fixes yuzu building broken issue caused by conan 2.0.```

{Reactions}
🇧🇷 (15) 🗄️ (4) 📂 (4) 📁 (5) 🐘 (5) 🇷🇺 (11) 🇿 (6) 🇺🇸 (6) 🇩🇪 (6) 🇺🇦 (5) ❤️ (7) 🇨 (5) 🇨🇱 (9) yuzu (8) 🗿 (4) 🇸🇰 (5) 🐧 (4) 👍 (5) 🤏 (6) ⛳ (4) 

[7/26/2022 7:37 PM] toast2903
:yuzu: Mainline 1107
```
- Use a separate process to detect broken Vulkan installations [#8564]
    - Users only need to start yuzu once to see or fix the issue
- Exit when SIGINT/SIGTERM is received (Linux/Unix) [#8592]
- Package yuzu.exe with MSVC CI artifacts [#8596]
- Pass environment variables to Docker for Linux Mainline builds [#8625]
    - Makes the version string appear as e.g. "yuzu 1107"
- Cleanup unused data in submodules when packaging [#8627]
    - Removes unnecessary files from the source archive (roughly 140 MB)
- Enable vcpkg on Transifex CI step [#8629]
```

{Reactions}
toast (5) 🇺🇸 (4) ❤️ (11) 🇩🇪 (6) 🇺🇦 (5) 🇷🇺 (7) 🇨🇱 (6) 🗿 (3) yuzu (3) 🇧🇷 (3) 🇩🇿 (6) 🇸🇰 (3) 

[7/26/2022 7:38 PM] toast2903
:yuzu: Mainline 1108
```
- Implement pause on system suspend [#8585]
- Add camera support, split processors, and implement ImageTransferProcessor [#8484]
    - Adds infrared camera support via a Qt camera, supporting web cams and virtual camera devices such as from OBS
```

{Reactions}
toast (4) 🇺🇸 (4) ❤️ (13) 🇩🇪 (5) 🇺🇦 (5) 🇷🇺 (7) 🇨🇱 (6) 🗿 (3) yuzu (3) 🇧🇷 (3) 🇩🇿 (5) 🇸🇰 (3) 

[7/26/2022 7:38 PM] toast2903
:yuzu: Mainline 1109
```
- Exclude libwayland-client from AppImage [#8642]
    - Fixes Vulkan driver detection
- Add room service and UI configuration [#8541]
```

{Reactions}
toast (6) 🇺🇸 (4) ❤️ (14) 🇩🇪 (5) 🇺🇦 (5) 🇷🇺 (7) 🇨🇱 (6) 🗿 (3) yuzu (3) 🇧🇷 (3) 🇩🇿 (5) 🇸🇰 (3) O_ (2) 

[7/26/2022 7:53 PM] toast2903
:yuzu: Mainline 1110
```
- Revert Coretiming PRs 8531 and 7454 [#8591]
    - Fixes low FPS or freezing issues some users have reported
```

{Reactions}
burgy (12) toast (5) 🇩🇪 (7) 🇺🇦 (6) ❤️ (11) 🇺🇸 (3) 🇷🇺 (7) 🇨🇱 (6) 🗿 (3) yuzu (3) 👍 (5) 🎖️ (4) 🇧🇷 (3) 🇩🇿 (5) 🇸🇰 (3) 

[7/26/2022 8:02 PM] toast2903
:earlyaccess: Early Access 2863
```
- Revert Coretiming PRs 8531 and 7454 [#8591]
    - Fixes low FPS or freezing issues some users have reported
- Reset progress bar after shader compilation [#8622]
    - Prevents yuzu from appearing stalled when booting a program
- Implement optional symbol keys on software keyboard applet [#8633]
    - Used by the Super Mario Odyssey Online mod
- Implement clustering processor [#8636]
    - Implements the infrared image processor used by Game Builder Garage and Nintendo Labo Toy-Con 01: Variety Kit
```

{Reactions}
🇩🇪 (11) 🇺🇦 (6) smug (9) toast (5) 🇽 (16) 🇨 (15) 3️⃣ (15) ❤️ (8) 🇧🇪 (3) 🇺🇸 (3) 🇷🇺 (8) burgy (6) 🇧🇷 (5) 🇨🇱 (8) 🗿 (4) earlyaccess (3) inklingHmm (3) 🇩🇿 (5) 🇵🇭 (3) 🇸🇰 (3) 

[7/27/2022 4:43 PM] toast2903
:yuzu: Mainline 1111
```
- Switch to GitHub mirror of FFmpeg [#8652]
    - Workaround for outage of FFmpeg's own git repo
```

{Reactions}
toast (6) 🇸🇰 (3) 🇺🇦 (7) 🇧🇩 (5) ❤️ (8) 🇷🇺 (8) 🇿 (4) blyat (5) 🇩🇪 (6) 🇨🇱 (4) 🗿 (4) 🇪🇸 (3) tea (4) zelda (3) 1️⃣ (3) yuzu (4) 🇺🇸 (3) burgy (7) 🇩🇿 (4) 🇧🇷 (4) 

[7/27/2022 9:54 PM] toast2903
:yuzu: Mainline 1112
```
- Make yuzu REUSE compliant [#8338]
- Implement optional symbol keys on software keyboard applet [#8633]
    - Used by the Super Mario Odyssey Online mod
- Implement clustering processor [#8636]
    - Implements the infrared image processor used by Game Builder Garage and Nintendo Labo Toy-Con 01: Variety Kit
```

{Reactions}
burgy (11) toast (3) 🇩🇿 (7) 🇩🇪 (6) smug (3) ♥️ (8) 🇨🇱 (5) yuzu (3) 🇧🇷 (5) 🇺🇦 (6) 🇸🇰 (3) 🇷🇺 (9) 🇿 (5) 🇨🇿 (2) 🗿 (2) 👍 (3) 🇺🇸 (4) 

[7/27/2022 9:56 PM] toast2903
:earlyaccess: Early Access 2864
```
- Add incremental steps to volume control hotkeys [#8656]
    - Enables users to fine tune volumes at low levels
```

{Reactions}
burgy (10) 🇩🇿 (5) 🇩🇪 (5) ♥️ (8) 🇨🇱 (8) 🧊 (3) earlyaccess (3) octolingSip (3) 🇧🇷 (4) 🇺🇦 (6) 🇸🇰 (3) 🇷🇺 (9) 🇽 (7) 🇨 (8) 3️⃣ (7) 🇿 (5) 🇨🇿 (3) 🇺🇸 (4) 

[7/28/2022 5:54 PM] toast2903
:yuzu: Mainline 1113
```
- Avoid an out-of-bounds span write in depop prepare [#8657]
    - Fixes a crash in the Mainline Flatpak
- Ship vcpkg libraries with MSVC PR-verify builds [#8641]
```

{Reactions}
🇩🇪 (7) 🇸🇰 (4) 🇺🇦 (7) 🇷🇺 (8) 🇿 (5) 🇺🇸 (5) 🇩🇿 (5) 🇨🇱 (6) 🗿 (5) yuzu (5) burgy (4) 

[7/28/2022 5:54 PM] toast2903
:earlyaccess: Early Access 2866
```
- Differentiate between tiled and untiled framebuffer sizes for unaccelerated blits [#8658]
    - Avoids a very slow path for the framebuffer blit in Pokemon: Let's Go, Pikachu!/Eevee!
- Add fallback for Dual Joy-Cons and Pro Controllers [#8566]
    - Fixes Super Mario Galaxy with Dual Joy-Cons
- Translate English plurals [#8499]
- Improve multi-core VSync timing and core timing accuracy [#8650]
    - Eliminates time drift in SSBU, and improves frame rate consistency
```

{Reactions}
🇽 (24) 🇨 (24) 3️⃣ (23) 😃 (5) ❤️ (10) 🇩🇪 (8) 🇸🇰 (3) 🇺🇦 (7) 🇫🇷 (5) 🇷🇺 (10) 🇿 (5) 🇺🇸 (4) 🇩🇿 (5) 🇧🇬 (3) 🇨🇱 (6) 🗿 (5) 🛐 (4) inklingD (3) earlyaccess (5) burgy (6) 

[7/29/2022 5:08 PM] toast2903
:yuzu: Mainline 1115
```
- Use yuzu-emu/discord-rpc to provide Discord integration [#8659]
    - Prevents the dirty flag from being set while building yuzu on CI
```

{Reactions}
🇸🇰 (3) 🇺🇦 (6) 🇩🇪 (5) toast (4) ❤️ (8) 🇩🇿 (6) 🇨🇱 (6) yuzu (3) 🇷🇺 (8) 🇿 (5) 🇺🇸 (3) 🗿 (3) 🇨🇦 (4) 🇧🇷 (3) 🇻🇳 (2) 

[7/29/2022 5:08 PM] toast2903
:earlyaccess: Early Access 2873
```
- Build a Linux version of Early Access [#6667]
    - Preliminary work to get installer support in the near future
- Add missing shader defines [#8667]
    - Fixes Vulkan while booting Xenoblade Chronicles 3
    - The game still requires more work to be stable
```

{Reactions}
🇸🇰 (5) 🇺🇦 (9) 🇽 (38) 🇨 (34) 3️⃣ (33) 🇩🇪 (7) toast (4) 🇮🇳 (4) 🇫🇷 (5) ❤️ (12) tea (10) 🇩🇿 (5) 🇨🇱 (7) earlyaccess (6) 🇷🇺 (10) 🇿 (5) 🇺🇸 (5) 🇧🇷 (8) 🗿 (4) octolingSip (3) 

[7/30/2022 6:20 PM] toast2903
:yuzu: Mainline 1116
```
- Differentiate between tiled and untiled framebuffer sizes for unaccelerated blits [#8658]
    - Avoids a very slow path for the framebuffer blit in Pokemon: Let's Go, Pikachu!/Eevee!
- vcpkg leftovers [#8640]
    - Add Catch2 to vcpkg, so -DYUZU_TESTS=0 is no longer necessary
    - Fix lz4 package find
    - Use vcpkg by default on MSVC builds
    - More Conan cleanup
- Move forwarded value into SPSCQueue [#8664]
    - Silences a GCC 12 warning
- Fix -Wuninitialized when compiling with ASan [#8677]
- Use dep5 for GitHub issue template files [#8665]
    - Fixes Issue filing not working on GitHub
```

{Reactions}
🇧🇷 (9) 🇸🇰 (3) 🇺🇦 (7) inklingWow (3) ❤️ (8) 🇺🇸 (5) 🇷🇺 (9) 🇿 (6) 🇩🇿 (3) 🇧🇪 (3) 🇩🇪 (5) 🇨🇱 (5) yuzu (3) toast (2) 

[7/30/2022 6:20 PM] toast2903
:earlyaccess: Early Access 2876
```
- Stop waiting for shader compilation on user cancel [#8678]
- Track upstream dynarmic [#8675]
```

{Reactions}
🇧🇷 (7) 🇸🇰 (3) 🇺🇦 (9) 🇽 (20) 🇨 (19) 3️⃣ (19) 🇩 (7) 🇪 (6) 🇮 (6) 🇿 (6) 🇳 (6) 🇺 (6) 🇹 (6) 🇸 (6) ❤️ (9) 🇺🇸 (4) 🇷🇺 (11) 🇩🇿 (6) 🇧🇪 (4) 🇩🇪 (6) 

[7/31/2022 6:20 PM] toast2903
:yuzu: Mainline 1117
```
- Delete OpenGL shader source after linking [#8684]
    - Frees up memory after it's no longer needed
    - Notably helps Xenoblade Chronicles 3
        - The game still requires more work to be stable
```

{Reactions}
burgy (11) 💙 (11) 🇨🇦 (7) 🇷🇺 (10) 🇿 (7) 🇧🇪 (3) 🇸🇰 (3) 🇺🇦 (5) lain2 (3) 🇽 (20) 🇨 (20) 3️⃣ (20) ❤️ (8) 🇲🇽 (3) 🇩🇪 (5) inklingD (3) 🇧🇷 (9) 🇺🇸 (3) 🇨🇱 (6) 🇮🇹 (4) 

[8/1/2022 6:53 PM] toast2903
:yuzu: Mainline 1118
```
- Package the AppImage in the general archive [#6667]
    - Preliminary work to get installer support in the near future
- Stop waiting for shader compilation on user cancel [#8678]
- Reset progress bar after shader compilation [#8622]
    - Prevents yuzu from appearing stalled when booting a program
- Properly write out the command buffer when serving close requests [#8692]
```

{Reactions}
💜 (5) 🇺🇸 (6) 🇩🇿 (6) 👍 (6) 🇸🇰 (4) 🇺🇦 (7) 🇷🇺 (9) 🇿 (5) 🇩🇪 (5) ❤️ (11) 🇨🇱 (7) 🗿 (4) 🇽 (6) 🇨 (6) 3️⃣ (6) toast (3) 🇧🇷 (5) 🏆 (4) 🎉 (4) morph (3) 

[8/1/2022 6:53 PM] toast2903
:earlyaccess: Early Access 2882
```
- Use a git shallow clone to package the source [#8686]
    - Reduces download size by about 26 MB
```

{Reactions}
🇺🇸 (7) ackchyually (4) inklingD (5) 🇽 (24) 🇨 (24) 3️⃣ (24) 🇩🇿 (6) 🇧🇪 (3) 🇸🇰 (4) 🇺🇦 (6) thisisfine (4) amd (3) 🇷🇺 (8) 🇿 (6) 🇩🇪 (5) ❤️ (8) 🌊 (3) 🇨🇱 (9) 🇮🇹 (6) toast (4) 

[8/2/2022 4:04 PM] toast2903
:yuzu: Mainline 1120
```
- Tidy up GitHub Actions [#8681]
- Remove ELF loader [#8701]
- Update translations [#8697]
```

{Reactions}
🇩🇿 (5) 🇸🇰 (2) 🇺🇦 (6) 🇩🇪 (6) toast (2) 👍 (2) 🇵 (8) 🇦 (8) 🇷 (8) 🇹 (8) 🇮 (8) 🇨 (8) 🇱 (8) 🇪 (8) ❔ (4) ❤️ (4) 🇺🇸 (4) 🇹🇳 (2) 🇨🇱 (6) 🇧🇷 (6) 

[8/2/2022 4:05 PM] toast2903
:earlyaccess: Early Access 2888
```
- Allocate a VkImage for the null image [#8700]
    - Prevents Xenoblade Chronicles 3 from crashing during cutscenes
        - The game still requires more work to be stable
- Add format fallbacks for R16G16B16_SFLOAT, R16G16B16_SSCALED, R8G8B8_SSCALED [#8702]
    - Fixes Xenoblade Chronicles 3 crash on boot for AMD Windows Vulkan
    - Fixes crash in Super Mario 3D All Stars: Sunshine & Galaxy for Mesa drivers
```

{Reactions}
👍 (30) 🇽 (35) 🇪 (35) 🇳 (35) 🇴 (35) 3️⃣ (35) 🇩🇿 (4) 🇩🇪 (5) 🇸🇰 (2) 🇺🇦 (6) toast (3) 🇧🇷 (9) tea (10) octolingSip (2) 🇵 (7) 🇦 (7) 🇷 (7) 🇹 (7) 🆑 (8) ❤️ (9) 

[8/5/2022 6:25 PM] toast2903
:yuzu: Mainline 1123
```
- Add format fallbacks for R16G16B16_SFLOAT, R16G16B16_SSCALED, R8G8B8_SSCALED [#8702]
    - Fixes Xenoblade Chronicles 3 crash on boot for AMD Windows Vulkan
        - The game still requires more work to be stable
    - Fixes crash in Super Mario 3D All Stars: Sunshine & Galaxy for Mesa drivers
```

{Reactions}
💙 (6) 🇧🇷 (5) 🇲 (5) 🇦 (5) 🇷 (6) 🇮 (6) 🇴 (6) 🇮🇹 (2) epicfish (3) ♥️ (6) 🇺🇸 (2) 🇷🇺 (8) 🇿 (3) 🇩🇪 (3) 🇺🇦 (4) 🇸🇰 (3) 🇩🇿 (2) tea (5) 🇽 (9) 🇨 (8) 

[8/6/2022 6:57 PM] toast2903
:yuzu: Mainline 1124
```
- Controller hotkey fixes with save profile selection [#8716]
```

{Reactions}
🇲🇽 (5) 🇳🇱 (2) 🇰 (4) 🇪 (4) 🇾 (3) ❤️ (9) 🇸🇰 (2) 🇺🇦 (4) 🇩🇪 (5) 🇷🇺 (5) 🇿 (3) 🇧🇷 (6) 🇩🇿 (3) burgy (3) 🇨🇱 (7) yuzu (2) 🇹🇳 (2) 🏳️‍⚧️ (2) 

[8/6/2022 6:58 PM] toast2903
:earlyaccess: Early Access 2890
```
- Workaround Qt issue with Suzhou numerals [#8715]
```

{Reactions}
🇳🇱 (3) 🇲🇽 (6) ❤️ (11) 🇸🇰 (3) 🇺🇦 (4) 🇩🇪 (4) 🇷🇺 (8) 🇿 (6) 🇧🇷 (8) 🇩🇿 (3) burgy (5) 🇨🇱 (7) earlyaccess (4) 🇹🇳 (3) qt (4) 🇵🇭 (3) tea (4) inklingWhy (3) 🇻🇳 (4) 🏳️‍⚧️ (2) 

[8/8/2022 6:32 PM] toast2903
:yuzu: Mainline 1126
```
- Fix build error caused by #8637/#8240 [#8734]
- Avoid bogus CPU interrupts [#8637]
- Re-enable ARM cycle counting [#8240]
    - Fixes Super Mario Galaxy video playback issues
- Update to {fmt} 9.0.0 [#8730]
- Update to dynarmic 6.2.3 [#8675]
- Allocate a VkImage for the null image [#8700]
    - Prevents Xenoblade Chronicles 3 from crashing during cutscenes
- Add missing shader defines [#8667]
    - Fixes Vulkan while booting Xenoblade Chronicles 3
        - This game still requires more work to be stable
```

{Reactions}
❤️ (14) 🇸🇰 (2) 🇺🇦 (4) 🇺🇸 (2) 🇷🇺 (8) 🇿 (4) tea (4) 👍 (5) 🎖️ (3) 🇩🇪 (4) 🇽 (10) 🇨 (8) 3️⃣ (8) 🇸 (8) 🇹 (8) 🇦 (8) 🇧 (8) 🇱 (8) 🇪 (9) 🇧🇷 (4) 

[8/8/2022 6:32 PM] toast2903
:earlyaccess: Early Access 2895
```
- Make VSync setting work for Vulkan [#8735]
- Implement CP15DMB/CP15DSB/CP15ISB instructions [#8729]
    - Implements arm barrier instructions
    - Only affects 32-bit games
- Properly emulate controller color and battery level [#8724]
    - Fixes Mario Party Superstars controller icons
- Delay the stop vibration command when testing [#8722]
    - Fixes indefinite controller vibrations with ds4windows after booting a game
```

{Reactions}
❤️ (40) 🇸🇰 (4) 🇺🇦 (7) 🇺🇸 (5) 🇧🇷 (12) 🇷🇺 (9) 🇿 (4) 🇩🇪 (5) 🍑 (5) 🇩🇿 (6) 🇨🇱 (5) 🗿 (6) 🇲🇽 (4) kirbcube (4) 🇻🇳 (3) octolingSip (2) 🇹🇳 (2) earlyaccess (4) 🇻🇪 (2) 

[8/10/2022 4:53 PM] toast2903
:yuzu: Mainline 1128
```
- Make VSync setting work for Vulkan [#8735]
- Delay the stop vibration command when testing [#8722]
    - Fixes indefinite controller vibrations with ds4windows after booting a game
- Properly emulate controller color and battery level [#8724]
    - Fixes Mario Party Superstars controller icons
- Implement CP15DMB/CP15DSB/CP15ISB instructions [#8729]
    - Implements arm barrier instructions
    - Only affects 32-bit games
- Translate english plurals [#8499]
- Workaround Qt issue with Suzhou numerals [#8715]
- Handle dark system themes on Linux [#8647]
- Fix nullptr fastmem arenas [#8745]
    - Fixes crashes when fastmem is unavailable
```

{Reactions}
💯 (10) 🇸🇰 (2) 🇺🇦 (5) 🇻 (15) 🇺 (14) 🇱 (15) 🇰 (15) 🇦 (15) cappy (5) 🇳 (15) ❤️ (6) 🇷🇺 (12) 🇿 (5) 🇩🇪 (6) 🇩🇿 (6) 🇲🇽 (4) 👍 (3) burgy (3) 🇹🇳 (4) 🇺🇸 (2) 

[8/11/2022 5:53 PM] toast2903
:yuzu: Mainline 1129
```
- Use a git shallow clone to package the source [#8686]
    - Reduces downloads by about 24 MB
```

{Reactions}
🇸 (5) 💯 (8) ❤️ (16) 💗 (6) burgy (3) earlyaccess (7) amd (3) andydab (3) patreon (2) 🤯 (3) 🌀 (2) kek (3) kekflip (3) 🦖 (2) 2️⃣ (4) 4️⃣ (4) 🇲 (4) 🇧 (4) toast (2) 🇺🇸 (2) 

[8/14/2022 2:14 AM] toast2903
:yuzu: Mainline 1131
```
- Allow audio volume up to 200% [#8756]
- Delimit parsed hex value string [#8755]
    - Fixes in-line comments in patch files
- Make About dialog taller; fix unneeded translation [#8741]
- Add better stubs and more data types in ldn [#8731]
```

{Reactions}
🇨🇴 (7) 🇧🇷 (12) 🇦🇷 (5) 🔊 (21) 🇮🇩 (3) toast (4) 🇩🇪 (6) 🇺🇦 (5) 🇨🇦 (5) 🇦 (5) 🇺 (5) 🇩 (5) 🇮 (5) 🇴 (6) 🏳️‍⚧️ (4) qt (2) 🇨🇱 (7) yuzu (7) 🇷🇺 (8) 🇿 (4) 

[8/15/2022 6:57 PM] toast2903
:yuzu: Mainline 1134
```
- Use MIT Licensed icons [#8104]
- Avoid SWIZZLE_TABLE in texture decoders for small performance bump [#8739]
```

{Reactions}
🇷🇺 (10) 🇿 (6) ℹ️ (3) 🇵 (5) ❤️ (11) 🇧🇷 (4) 🇺🇦 (6) 🗿 (3) 💩 (2) 🇩🇪 (5) 🇨🇱 (5) inklingWhy (3) 🇹🇼 (2) 🇵🇭 (3) 🇲 (4) 🇮 (4) 🇹 (4) 🇸🇰 (2) 🇧 (2) 🇺 (2) 

[8/17/2022 5:04 PM] toast2903
:yuzu: Mainline 1136
```
- Add ability to proxy socket packets [#8685]
    - Allows LAN play without needing external programs like ZeroTier, Hamachi
    - This feature is not yet enabled
```

{Reactions}
💙 (12) 🇨🇦 (12) ❤️ (31) 🇱 (24) 🇦 (23) 🇳 (23) 🇸🇰 (2) 🇺🇦 (5) 😱 (10) 😎 (3) prometheus (3) 🇩🇪 (6) 🇷🇺 (10) yuzu (6) 🇿 (4) 🇨🇱 (5) 🗿 (3) 🇽 (9) 🇨 (8) 3️⃣ (7) 

[8/19/2022 6:38 PM] toast2903
:yuzu: Mainline 1138
```
- Remove unused header [#8772]
    - Also may allow compiling yuzu for non-x86 targets
```

{Reactions}
❤️ (12) 🇸🇰 (2) 🇺🇦 (5) 🇩🇪 (4) octolingSip (4) 🇧🇩 (2) tea (3) 🇦 (12) 🇷 (12) 🇲 (12) ❓ (7) 🇷🇺 (8) 🇿 (4) 🇺🇸 (2) 🇪 (2) 🅰️ (2) ❔ (4) 🙏 (2) 🇩🇿 (5) 🇹🇳 (2) 

[8/20/2022 6:01 PM] toast2903
:yuzu: Mainline 1139
```
- Implement R16G16B16X16 texture format [#8791]
    - Fixes broken rendering in Rocket League
```

{Reactions}
🍆 (4) yuzu (5) 🇸🇰 (3) 🇺🇦 (5) ❤️ (7) 🚀 (7) 🚗 (6) 🚙 (6) 🇷🇺 (9) 🇿 (4) 🇩🇪 (5) 🇩🇿 (3) 🇷 (4) 🇬 (4) 🇧 (4) 🇽 (4) 1️⃣ (4) 6️⃣ (4) 🇹🇳 (2) 🇺🇸 (2) 

[8/20/2022 6:01 PM] toast2903
:earlyaccess: Early Access 2911
```
- Implement clkrst service [#8794]
    - Used by RetroArch
- Support framebuffer when crop rectangle's top is not zero [#8795]
    - Fixes offset main menu in RetroArch
```

{Reactions}
🇸🇰 (2) 🇺🇦 (5) ❤️ (9) thonking (4) 🆒 (4) 🇷🇺 (10) 🇿 (5) 🇩🇪 (4) 🇩🇿 (3) 🇹🇳 (2) 🇺🇸 (2) 🤮 (4) inklingHmm (3) 🇨🇱 (6) 🇧🇷 (2) 🇧🇩 (3) 🇵🇭 (2) 🏳️‍⚧️ (2) 🇵🇹 (2) smug (2) 

[8/21/2022 6:03 PM] toast2903
:yuzu: Mainline 1140
```
- Fix BuildId padding in patch loading [#8790]
- Allow longer controller profile names [#8783]
- Re-translate game list headers and filter bar [#8797]
- Implement clkrst service [#8794]
    - Used by RetroArch
- Support framebuffer when crop rectangle's top is not zero [#8795]
    - Fixes offset main menu in RetroArch
```

{Reactions}
🇺🇸 (6) andydab (6) 🇷 (6) 🇪 (5) 🇹 (4) 🇴 (4) 🇦 (5) ®️ (4) 🇨 (6) 🇭 (5) 🅱️ (3) 📧 (4) patreon (5) ℹ️ (3) 🇸 (3) 🇷🇺 (8) 🇿 (4) 🇩🇿 (3) burgy (4) 🇨🇱 (5) 

[8/22/2022 6:06 PM] toast2903
:yuzu: Mainline 1141
```
- Fix alignment of BuildId [#8799]
- Simplify CMake find modules [#8660]
- Add CMake option to check submodules [#8676]
- Avoid overloading PAGE_SIZE on some platforms [#8784]
```

{Reactions}
👍 (6) 🇸🇰 (2) 🇺🇦 (5) 🇨🇱 (5) 🇷🇺 (12) 🇿 (5) chu (4) 🇨 (5) 🇲 (5) 🇦 (5) 🇰 (4) 🇪 (4) 🇩🇪 (5) 🇺🇸 (2) 🇵🇭 (2) 🇩🇿 (3) inklingHmm (2) 🇹🇳 (2) 🏳️‍⚧️ (2) 🇧🇷 (3) 

[8/23/2022 11:25 PM] toast2903
:yuzu: Mainline 1142
```
- Force camera output to be saved on a buffer [#8805]
- Add missing hid function table names [#8801]
```

{Reactions}
👀 (9) toast (3) 🎉 (3) 🇨🇱 (6) 🗿 (4) 🇨🇦 (3) 🇷🇺 (10) 🇿 (4) inklingWhy (4) 🇧🇩 (2) 🇱 (3) 🇩 (4) 🇳 (3) soontm (2) 🇺🇦 (5) 🇸🇰 (2) 🇩🇪 (5) 🇩🇿 (3) 🇹🇳 (2) 🇺🇸 (2) 

[8/24/2022 10:44 PM] toast2903
:yuzu: Mainline 1143
```
- Improve performance of IDirectory service [#8804]
```

{Reactions}
🇲🇽 (5) 🇵 (3) 🅾️ (2) 🇬 (2) 👍 (4) 🇷🇺 (10) 🇿 (4) 🇺🇸 (2) 🇩🇪 (6) tea (4) 🏳️‍⚧️ (2) 🇨🇱 (4) ❤️ (4) yuzu (2) 🇺🇦 (5) 🇸🇰 (2) yfc (3) 🇩🇿 (3) 🇹🇳 (2) 🇧🇷 (3) 

[8/24/2022 10:44 PM] toast2903
:earlyaccess: Early Access 2918
```
- Support rectangle textures [#8752]
    - Fixes Fast RMX, The Touryst
```

{Reactions}
🇲🇽 (4) 🇵 (3) 🅾️ (3) 🇬 (3) 👍 (7) 🇷🇺 (11) 🇿 (4) 🇺🇸 (3) 🇩🇪 (5) shaggy (4) 🇷 (4) 🇪 (3) 🇨 (4) 🇹 (4) 🏳️‍⚧️ (3) 🇨🇱 (7) ❤️ (8) earlyaccess (5) 🇺🇦 (5) 🇸🇰 (2) 

[8/25/2022 5:31 PM] toast2903
:yuzu: Mainline 1145
```
- Implement AudRenU:RequestUpdateAuto [#8812]
    - Fixes devkitPro sound examples
```

{Reactions}
🇸🇰 (6) 🇺🇦 (11) 👍 (11) 🇩🇪 (6) 🇷🇺 (13) 🇿 (6) octolingSip (3) 🇨🇱 (6) 🇺🇸 (3) 🇩🇿 (4) 🔊 (5) 🇧🇷 (6) 🇹🇳 (3) yuzu (3) 🇨🇦 (4) inklingEyy (3) burgy (2) 💩 (2) 🏳️‍⚧️ (2) 

[8/29/2022 6:30 PM] toast2903
:yuzu: Mainline 1149
```
- Workaround on viewport swizzle on AMD [#8809]
    - Fixes games that still appeared upside-down on AMD graphics
- Add fallback for Dual Joy-Cons and Pro Controllers [#8566]
    - Fixes Super Mario Galaxy with Dual Joy-Cons
```

{Reactions}
🇹🇳 (6) 🇸🇰 (3) 🇺🇦 (7) toast (3) 🇷🇺 (10) 🇿 (4) 🇩🇪 (4) 🇺🇸 (2) ❤️ (9) 🇦 (5) 🇲 (6) 🇩 (5) 🏳️‍⚧️ (4) shaggy (3) 🇧🇷 (5) 🇨🇦 (2) 🇨🇱 (5) yuzu (2) 🇩🇿 (3) 

[8/29/2022 6:30 PM] toast2903
:earlyaccess: Early Access 2923
```
- Fixes and improvements to the room feature [#8822]
- Add option for pessimistic flushing [#8819]
    - Enabling this fixes OpenGL flickering on at least Super Smash Bros. Ultimate, Splatoon 2, Splatoon 3: Splatfest World Premiere, Mario + Rabbids Kingdom Battle
```

{Reactions}
🇹🇳 (4) 🇸🇰 (2) 🇺🇦 (8) toast (3) 🇷🇺 (10) 🇿 (4) 🇩🇪 (4) 🇺🇸 (3) 💩 (6) 🏳️‍⚧️ (3) burgy (3) 🇧🇷 (5) 🇨🇦 (2) ❤️ (5) 🇨🇱 (5) earlyaccess (3) 🇩🇿 (4) 🇲🇦 (3) inklingDance (2) 

[9/1/2022 12:37 AM] toast2903
:yuzu: Mainline 1152
```
- Raise shader/pipeline cache version [#8837]
    - Invalidates previous caches due to changes in #8752 making old ones potentially incompatible
- Support rectangle textures [#8752]
    - Fixes Fast RMX, The Touryst
```

{Reactions}
burgy (12) inklingHmm (5) 🇹🇳 (3) ❤️ (8) 🔥 (6) 💯 (3) 🇷🇺 (9) 🇿 (4) 🏳️‍⚧️ (2) 🇺🇦 (6) 🇨🇱 (5) yuzu (3) 🇸🇰 (2) 🇩🇪 (4) 🇩🇿 (2) 🇪🇸 (2) 🇨🇦 (3) 🇺🇸 (2) 🇧🇷 (4) 

[9/1/2022 3:47 AM] toast2903
:earlyaccess: Early Access 2927
```
- Raise shader/pipeline cache version [#8837]
    - Invalidates previous caches due to changes in #8752 making old ones potentially incompatible
```

{Reactions}
burgy (16) bowsette (7) 🇨🇱 (6) 🇸🇰 (3) 🇺🇦 (7) 🇩🇪 (4) earlyaccess (2) 🇩🇿 (3) 🇷🇺 (10) 🇿 (4) shaggy (3) 🇮🇩 (2) 🇹🇳 (3) 🇧🇷 (6) 🇨🇦 (3) 🇺🇸 (3) 🗿 (2) 🇳 (5) 🇴 (5) ⭕ (3) 

[9/2/2022 12:18 AM] toast2903
:yuzu: Mainline 1153
```
- Update translations [#8841]
```

{Reactions}
✍️ (10) 🇨🇱 (8) yuzu (7) 🇨🇦 (4) 🇩🇰 (4) 🇹 (4) 🇷 (4) 🇦 (4) 🇳 (5) 🇸 (4) 🇱 (4) 🅰️ (5) ✝️ (4) 🇪 (4) 🇧🇷 (6) 🇷🇺 (13) 🇿 (5) 🏳️‍⚧️ (2) 🇺🇦 (4) 🇺🇸 (3) 

[9/2/2022 10:57 PM] toast2903
:yuzu: Mainline 1154
```
- Silence std::aligned_storage warnings [#8843]
- Reduce log congestion by demoting miscellaneous services to debug logging [#8844]
```

{Reactions}
burgy (4) log (3) 🇨🇦 (4) 🇨🇱 (8) ❤️ (7) yuzu (4) 🇺🇸 (2) 🇷🇺 (10) 🇿 (6) 💀 (2) 🇹🇳 (2) 🇸🇰 (3) 🇺🇦 (4) 🇩🇪 (4) 🇩🇿 (2) 🇧🇷 (5) 🏳️‍⚧️ (2) 💩 (2) 

[9/2/2022 10:58 PM] toast2903
:earlyaccess: Early Access 2930
```
- Rework audio output [#8842]
    - Fixes audio de-sync in games using audio out, such as Xenoblade Chronicles 3
```

{Reactions}
burgy (7) O2 (5) 🇨🇦 (3) 🇨🇱 (7) ❤️ (9) earlyaccess (6) 🇺🇸 (4) 🇷🇺 (12) 🇿 (8) 🇧🇷 (7) 🇲🇽 (3) 🇹🇳 (2) 🇺🇦 (4) 🇸🇰 (3) 🇩🇪 (5) tea (6) 🇩🇿 (3) cappy (2) inklingDance (2) 🏳️‍⚧️ (3) 

[9/5/2022 2:34 AM] toast2903
:yuzu: Mainline 1156
```
- Implement pl:s service [#8855]
    - Used in Ship of Harkinian homebrew
- Enable building with Visual Studio 2022 [#8833]
- Make General->Debug scrollable [#8854]
- Fixes and improvements to the room feature [#8822]
```

{Reactions}
🚀 (4) 🇨🇦 (5) 😎 (3) 😈 (2) 😋 (3) 🤓 (3) 💀 (3) deepfried (2) ❤️ (5) yuzu (7) 🔥 (4) 💯 (2) 👍 (2) chu (2) burgy (6) 🍆 (5) 😱 (4) 🙀 (4) 😳 (3) 🗿 (3) 

[9/5/2022 11:20 PM] toast2903
:earlyaccess: Early Access 2935
```
- Add option to create Windows crash dumps [#8682]
```

{Reactions}
prometheus (10) 🍆 (8) 🇨 (14) 🇷 (14) 🇦 (12) 🇸 (11) 🇭 (11) ✅ (5) 🇩 (10) 🇺 (10) 🇲 (11) 🇵 (11) 👍 (5) inklingWhy (3) 🇺🇸 (3) 🇷🇺 (9) 🇿 (6) 🇧🇷 (9) inklingEyy (3) 🏳️‍⚧️ (3) 

[9/6/2022 5:46 PM] toast2903
:yuzu: Mainline 1158
```
- Always check for motion on controller reconnection [#8847]
```

{Reactions}
burgy (10) 🇸🇰 (2) 🇺🇦 (8) 🇷🇺 (12) 🇿 (7) 🇩🇪 (6) 🇲 (11) 🇴 (11) 🇹 (11) 🇮 (11) 0️⃣ (11) 🇳 (11) 🇺🇸 (4) O_ (3) 🇨🇦 (3) 🇨🇱 (6) yuzu (3) ❤️ (6) 🇹🇳 (2) 🗿 (3) 

[9/11/2022 5:55 PM] toast2903
:yuzu: Mainline 1163
```
- Add option for pessimistic flushing [#8819]
    - Enabling this fixes OpenGL flickering on at least Super Smash Bros. Ultimate, Splatoon 2, Mario + Rabids Kingdom Battle
- Fix Cmake warning for CMP0077 [#8859]
- Link mbedcrypto for yuzu-room [#8867]
- Add support for toggling analog inputs [#8864]
- Fix GC triggers overwriting ZL and ZR buttons [#8863]
- Rework audio output [#8842]
    - Fixes audio de-sync in games using audio out, such as Xenoblade Chronicles 3
```

{Reactions}
tea (15) 🇧🇷 (8) burgy (5) ❤️ (8) 🇷🇺 (10) 🇿 (4) 🇨🇱 (4) yuzu (5) 🇸🇰 (2) 🇺🇦 (2) 🇩🇪 (4) 🇸 (4) 🇪 (4) 🇽 (3) 🇾 (4) 🇮🇳 (2) bowsette (3) inklingWhy (2) 🇹🇳 (2) 🇻🇳 (3) 

[9/11/2022 5:55 PM] toast2903
:earlyaccess: Early Access 2945
```
- Implement "local wireless" networked multiplayer [#8876]
- Remove pause callbacks from coretiming [#8878]
- Implement Amiibo encryption [#8827]
```

{Reactions}
deepfried (30) 🇩🇿 (6) pumpkin (5) inklingDance (3) 🇧🇷 (15) 🇱 (15) 🇩 (15) 🇳 (15) burgy (6) 🇺🇸 (3) 🇲🇦 (3) 🇺🇦 (4) ❤️ (7) 🔫 (2) 🇷🇺 (9) 🇿 (4) 🇨🇱 (6) earlyaccess (4) 🇨🇦 (2) dk (2) 

[9/14/2022 2:51 AM] toast2903
:yuzu: Mainline 1164
```
- Increase input mapping timer from 2.5 seconds to 4 seconds [#8880]
- Remove #pragma once from sink_stream.cpp [#8891]
```

{Reactions}
🇨🇦 (4) suave (4) 🇸🇰 (2) 🇺🇦 (6) 🇩🇪 (5) 🇷🇺 (13) 🇿 (4) 🏴󠁧󠁢󠁷󠁬󠁳󠁿 (2) 🇩🇿 (3) 🇨🇱 (7) 🇹🇳 (2) ❤️ (3) inklingD (2) yuzu (3) 🇧🇷 (7) 🇪🇸 (2) burgy (3) 🇸🇪 (3) 🇳🇴 (2) 🇮🇸 (2) 

[9/17/2022 4:26 AM] toast2903
:yuzu: Mainline 1167
```
- Remove unneeded casts in ApplyCompressorEffect [#8900]
- Remove pause callbacks from coretiming [#8878]
- Update SD card icon [#8902]
- Amend documentation comment tags [#8901]
- Fix web link to TAS help page [#8909]
- Only link Xbyak for AMD64 architecture [#8904]
```

{Reactions}
yuzu (8) 🤔 (2) 🇷🇺 (10) 🇿 (4) 🇨🇦 (2) 🇸🇰 (2) 🇺🇦 (4) 🇩🇪 (4) 🇼 (2) 🇪 (2) 🇳 (3) 🇩🇿 (3) 🇨🇱 (5) ❤️ (3) 🇺🇸 (2) burgy (4) 🇧🇷 (8) 🇫🇷 (2) 🇲🇽 (3) 🏳️‍⚧️ (2) 

[9/17/2022 4:26 AM] toast2903
:earlyaccess: Early Access 2959
```
- Enable parallel CPU ASTC texture decoding [#8849]
    - Workaround for issues on NVIDIA's latest drivers using the ASTC compute shader
- Implement HwOpus GetWorkBufferSizeForMultiStreamEx [#8915]
    - Needed for Dragon Quest X
```

{Reactions}
👍 (7) inklingD (5) 🇷🇺 (11) 🇿 (7) 🇨🇦 (3) 🇸🇰 (2) 🇺🇦 (5) 🇩🇪 (4) ❤️ (4) 🇩🇿 (3) 🇨🇱 (5) earlyaccess (2) 🇺🇸 (2) burgy (4) 🇲🇦 (2) 🇧🇷 (8) 🏳️‍⚧️ (3) 🇹🇳 (2) 🇻🇳 (2) 

[9/17/2022 9:28 PM] bunnei
:yuzu: Mainline 1170
```
- Implement "local wireless" networked multiplayer [#8876]
- Implement Amiibo encryption [#8827]
- Improve multi-core VSync timing and core timing accuracy [#8650]
```

{Reactions}
yuzu (32) O2 (2) 🇩🇿 (3) 🧎‍♀️ (3) 🇬🇧 (5) burgy (7) kirbyknife (2) kirbcube (2) holodealwithit (2) ❤️ (14) 👍 (4) 🇨🇱 (6) 🇷🇺 (9) 🇿 (4) 🇺🇸 (2) 🇧🇷 (6) 🇱 (7) 🇩 (6) 🇳 (6) 🇩🇪 (5) 

[9/18/2022 3:13 AM] toast2903
:yuzu: Mainline 1168 (not latest)
```
- Implement Windows crash dumps [#8682]
- Use PROJECT_SOURCE_DIR to find CMakeModules [#8649]
- Remove duplicate files in core/CMakeLists.txt [#8869]
- Move icons from "Default" to "Colorful" theme [#8906]
- Ignore build directories with a wildcard [#8916]
- Mark several audio_core member functions as const [#8914]
- Workaround for SSL issues with CA certificates [#8870]
    - Enables using LDN on Linux AppImages
```

{Reactions}
yuzu (9) 🇩🇪 (6) 🇨🇱 (6) ❤️ (7) 🇸🇰 (2) 🇺🇦 (7) edshrug (3) 🇨🇦 (4) 🇺🇸 (2) burgy (3) 🇷🇺 (8) 🇿 (4) 🐧 (4) 🇩🇿 (3) 🇴 (4) 🇱 (4) 🇩 (4) 🇹🇳 (3) 🇪🇸 (2) 🇧🇷 (4) 

[9/18/2022 3:13 AM] toast2903
:earlyaccess: Early Access 2964
```
- Modify fill value of ASTC texture decoding errors [#8910]
    - Fixes the Moon in Live A Live
```

{Reactions}
🇩🇪 (6) shaggy (5) 🇨🇱 (6) ❤️ (5) earlyaccess (7) 🇸🇰 (4) 🇺🇦 (6) 🇨🇦 (4) 🇺🇸 (3) burgy (4) 🇷🇺 (8) 🇿 (4) 🇩🇿 (2) inklingHmm (4) 🇧🇷 (6) 🇹🇳 (2) 

[9/19/2022 3:00 AM] toast2903
:yuzu: Mainline 1171
```
- Implement HwOpus GetWorkBufferSizeForMultiStreamEx [#8915]
    - Needed for Dragon Quest X
```

{Reactions}
inklingSmile (8) 🇨🇦 (5) inklingWhy (5) 🇨🇱 (5) ❤️ (6) yuzu (6) 🇷🇺 (13) 🇿 (5) 🇺🇦 (9) 🇸🇰 (2) 🇪🇸 (2) 🇩🇪 (5) 🇩🇿 (3) 🇹🇳 (2) 🇧🇷 (5) burgy (3) 🇺🇸 (2) 

[9/20/2022 6:53 PM] toast2903
:yuzu: Mainline 1173
```
- Enable parallel CPU ASTC texture decoding [#8849]
    - Workaround for issues on NVIDIA's latest drivers using the ASTC compute shader
    - Recommended for Maxwell/Pascal users (NVIDIA GTX 750/900/1000 series, respectively)
```

{Reactions}
💝 (12) nvidia (4) burgy (7) 🇹🇳 (4) 🇷🇺 (12) 🇨🇱 (6) 🗿 (3) yuzu (6) ❤️ (7) 🇧🇷 (14) 🇩🇪 (5) inklingHmm (4) 🇿 (4) 🇺🇦 (7) 🇸🇰 (2) 🇧🇩 (2) 🇨🇦 (2) 🇩🇿 (3) 🇺🇸 (2) 

[9/21/2022 6:12 PM] toast2903
:yuzu: Mainline 1175
```
- Use AppRun.sh to start AppImage [#8933]
    - Workaround for SSL issues
    - Workaround for newer checkrt not working on Arch Linux
```

{Reactions}
🇨🇦 (5) 🇦🇷 (7) 🇷🇺 (13) 🇿 (5) 🎉 (6) 🇩🇪 (6) 🇺🇦 (9) 🇨🇱 (7) ❤️ (6) yuzu (5) andydab (7) 🇹 (3) 🇦 (3) 🇮 (3) 🇰 (5) 🇴 (6) burgy (6) 🇹🇳 (4) octolingSip (2) 🇩🇿 (3) 

[9/26/2022 7:37 PM] toast2903
:yuzu: Mainline 1181
```
- Fix git detection in out-of-source builds [#8920]
- Prevent audio thread from pausing core timing in single-core [#8941]
- Typo corrections in various logging strings, comments [#8945]
- Sort input profiles by name [#8948]
- Add option to disable startup Vulkan check [#8930]
    - Helps with Steam considering yuzu being closed when yuzu starts up
- Make GetCommandBuffer() take a u32 [#8939]
- Minor audio_manager cleanup related changes [#8938]
- Drop linuxdeploy usage [#8993]
    - Fixes copy issues when packaging AppImages for releases
```

{Reactions}
❤️ (8) yuzu (7) 🇷🇺 (11) 🇿 (5) 🇺🇸 (3) 🇨🇱 (4) 🗿 (3) 🇩🇪 (4) 🇺🇦 (10) 🇧🇷 (7) burgy (4) 🏳️‍⚧️ (2) 🇩🇿 (3) 🇹🇳 (2) 

[9/26/2022 7:38 PM] toast2903
:earlyaccess: Early Access 2974
```
- Automatically use larger staging buffer sizes when possible [#8987]
- Align index buffer size when vertex_buffer_unified_memory is enabled [#8874]
    - Fixes some surfaces being only partially rendered
- Partially implement palma controller (Poké Ball Plus controller) [#8934]
```

{Reactions}
❤️ (16) earlyaccess (7) 🇷🇺 (14) 🇿 (7) 🇨🇦 (3) 💙 (4) 🇺🇸 (4) 🇨🇱 (5) 🇩🇪 (5) 🇺🇦 (8) 🇧🇷 (7) burgy (5) 🏳️‍⚧️ (3) inklingHmm (2) 🇩🇿 (2) 🇹🇳 (2) 💩 (2) 

[9/29/2022 6:50 PM] toast2903
:yuzu: Mainline 1184
```
- Silence some Clang warnings [#8940]
- Return nullptr if file is nullptr [#8989]
```

{Reactions}
💙 (5) yuzu (9) 🇩🇿 (6) 🇸🇰 (2) 🇺🇦 (8) 🇩🇪 (4) 🇷🇺 (12) 🇿 (4) 🇨 (5) 🇱 (5) 🇦 (5) 🇳 (5) 🇬 (5) 🇨🇱 (6) 🇧🇷 (7) 🇹🇳 (2) 

[9/29/2022 6:51 PM] toast2903
:earlyaccess: Early Access 2977
```
- Retrieve V-Sync event once per display [#8992]
    - Enables .hack//G.U. Last Recode to boot
```

{Reactions}
💙 (11) 🇩🇿 (8) earlyaccess (9) 🇲🇽 (3) 🇸🇰 (4) 🇺🇦 (8) 🇾 (5) 🇫 (7) 🇨 (7) 🇩🇪 (4) 🇷🇺 (12) 🇿 (4) 🇭🇷 (2) inklingOkay (5) 🇨🇱 (5) 🇧🇷 (7) inklingD (2) 🇹🇳 (2) 

[10/3/2022 12:31 AM] toast2903
:yuzu: Mainline 1187
```
- Retrieve V-Sync event once per display [#8992]
    - Enables .hack//G.U. Last Recode to boot
- Migrate deploy-linux.sh from lat9nq's repo [#9009]
- Fix "controller.colors_state.right" being "left" [#9008]
- Align index buffer size when vertex_buffer_unified_memory is enabled [#8874]
    - Fixes some surfaces being only partially rendered
- Modify fill value of ASTC texture decoding errors [#8910]
    - Fixes the Moon in Live A Live
- Partially implement palma controller (Poké Ball Plus controller) [#8934]
```


[10/3/2022 12:31 AM] toast2903
:earlyaccess: Early Access 2989
```
- Simplify yuzu-room installation in CMake [#8944]
- Allows deko3d homebrew to render [#9005]
- Allows Monster Hunter Rise and Sea of Solitude to render correctly using macro JIT without a workaround [#9010]
```


[10/3/2022 7:23 PM] toast2903
:yuzu: Mainline 1188
```
- Rewrite Amiibo implementation to remove direct access from the frontend [#8955]
    - Fixes Amiibo support in several games, such as Metroid Dread, Super Smash Bros. Ultimate, Shovel Knight, Splatoon 2
```


[10/5/2022 8:47 PM] toast2903
:yuzu: Mainline 1189
```
- Automatically use larger staging buffer sizes when possible for Vulkan [#8987]
- Add extended LDC to GLASM backend [#9011]
    - Fixes some rendering in Super Mario Galaxy
- Fix deko3d homebrew rendering [#9005]
- Fix Monster Hunter Rise and Sea of Solitude rendering correctly when using macro JIT [#9010]
```


[10/5/2022 8:47 PM] toast2903
:earlyaccess: Early Access 2993
```
- Wait for Vulkan command processing to complete [#9016]
    - Allows homebrew launching to work consistently
```


[10/6/2022 4:52 PM] gidoly
:yuzu: Mainline 1190
```- Remove "yuzu:" prefix from thread names. [#9013]
- Fixes several bugs on amiibo services. [#9015]```


[10/7/2022 3:32 AM] gidoly
:earlyaccess: Early Access 3001
```- Add support for ASTC 10x5 Format. [#9025]
    - Fixes texture corruption on Monster Hunter Rise Sunbreak.
    - Note that game still needs more fixes to render correctly.```


[10/7/2022 6:20 PM] gidoly
:yuzu:Mainline 1191
```-Project Y.F.C Part 1 [#8467]
 - Fully reworked GPU driver emulation based on RE and code from Skyline Emulator.
 - Fully reworked GPU memory management.
 - Implement GPU channels.
 - Fix several graphical issues on the Vulkan backend, Buffer Cache and Shader Decompiler.
 - Rework host frame presentation.
  - Fixes Super Smash Bros. Ultimate's World of Light adventure mode.
  - Games that originally did not boot, such as NARUTO SHIPPUDEN: Ultimate Ninja STORM 4 Road to Boruto, are now playable.
  - Games that originally did not render, such as The Legend of Heroes: Ao no Kiseki KAI, are now playable.
  - Fixes an issue in Yo-kai Watch 4 where the game rendered overly bright.
  - Fixes The Witcher 3: Wild Hunt's graphical issues.
  - Fixes Mario Golf Super Rush.
  - Fixes Rune Factory 5 terrain texture corruption.
  - Improves frame pacing in various games, especially in the Xenoblade titles.
- Avoid reference binding to misaligned address. [#6142]
- Simplify yuzu-room installation on cmake. [#8944]
- Reverts staging buffer change introduced on PR 8987 until better solution to be found. [#9027]```


[10/7/2022 6:25 PM] gidoly
:earlyaccess: Early Access 3004
```- Updates 3D engine register based on Nvidia's open source doc. [#8766]```


[10/9/2022 12:24 AM] gidoly
:yuzu: Mainline 1192
```-  Workaround Qt5's font choice for Chinese on Windows. [#8807]
- Fix FindPkgConfig on Cmake. [#8932]
- Wait for command processing to complete on vulkan scheduler. [#9016]
 - Fixes homebrew rendering on vulkan.
- Silence -Wtype- limits on nfp types. [#9028]
- Fixes graphic api option not disabled during game running on configure. [#9030]```


[10/10/2022 9:14 AM] gidoly
:yuzu: Mainline 1193 
```- Updates 3D engine register based on Nvidia's open source doc. [#8766]
- Stub "Get Cache Storage Size" filesystem service. [#9033]```


[10/10/2022 11:03 PM] gidoly
:yuzu: Mainline 1194
```- Use high-precision sleeps on non-Windows targets with core timing. [#9040]
 - Reduce cpu usage on non windows platform.
- Fixes camera vector not initialize  on GCC 12 and 13. [#9043]```


[10/10/2022 11:12 PM] gidoly
:earlyaccess: Early Access 3012
```- Prevent block rendering while take screenshots. [#9024]
- Stub 'Check Friend List Availability' service. [#9032]
- Auto select SDL audio backend when cubeb backend latency is too high. [#9039]
- Fixes the LDN service not consistently initializing successfully on Pokemon Sword/Shield . [#9042]```


[10/12/2022 10:09 PM] gidoly
:yuzu: Mainline 1195
```- Fix stencil mask ordering. [#9048]
 - Fixes error that back stencil masks to be flipped around.
 - Revert geometry clip to match previous behavior.
 - Fixes Luigi's mansion rendering issues caused by  [#8766].
- Revert to use GCC compiler for MinGW builds. [#9044]
 - Reverting due to generate crash mini dump option has trouble with Clang compiler.```


[10/14/2022 5:38 AM] gidoly
:yuzu: Mainline 1197
```- Prevent blocking rendering while taking screenshots. [#9024]
 - Fixes emulator hangs while taking screenshots.
- Adds expanded result macros on kernel code base. [#9034]
 - Ports all of the new R_ macros from libvapours except range checked return macros.
- Use high-precision sleeps on non-Windows targets with core timing. [#9040]
 - Reduces CPU usage on non windows platforms.
- Adds 16:10 aspect ratio option for Steam Deck users. [#9047]
 - Option can be found in the Emulation > Configure > Graphics window.
- Ensure handle is removable before removing on syncpoint_manager. [#9049]
 - Fixes regression from Y.F.C part one that would crash emulator if frames rendered too slowly.```


[10/14/2022 5:46 AM] gidoly
:yuzu: Mainline 1198
```- Enforce reference check specialization on kernel results. [#9065]
 - Fixes unintentional assert failure error log spam caused by [#9034].
 - Forces compiler error when a process messes up.```


[10/14/2022 5:58 AM] gidoly
:earlyaccess: Early Access 3024
```- Fix a draw error when InstanceId is used in the vertex shader. [#8469]
 - Fixes drawing scheduling splitting multi-instance drawing into multiple drawing commands.
 - Fixes gpu_console homebrew not rendering frame correctly.
- Adds preliminary support for nx-hbloader. [#9055]
 - Sets up launch arguments for all .nro style homebrew and performs the jump for running application.
 - Launching homebrew application from nx-hbmenu is not supported yet.
- Remove KWritableEvent from kernel code base. [#9061]
 - Firmware version 13.0.0 was removed on Switch.```


[10/14/2022 10:37 PM] gidoly
:yuzu: Mainline 1199
```- Stub 'Check Friend List Availability' service. [#9032]
- Auto select SDL audio backend when cubeb backend latency is too high. [#9039]
- Enforce reference check specialization on kernel results. [#9065]
 - Fixes unintentional assert failure error log spam caused by [#9034].
 - Forces compiler error when a process messes up.
- Fix tessellation clockwise parameter. [#9067]
  - Fixes shader invalidation caused by [#8766].```


[10/15/2022 9:15 PM] gidoly
:yuzu: Mainline 1200
```- Adds preliminary support for nx-hbloader. [#9055]
 - Sets up launch arguments for all .nro style homebrew and performs the jump for running application.
 - Launching homebrew application from nx-hbmenu is not supported yet.
- Remove KWritableEvent from kernel code base. [#9061]
 - Firmware version 13.0.0 was removed on Switch.
- Revert sink name to sdl2 on audio core. [#9069]
 - Reverts to keep compatibility with older builds.```


[10/15/2022 9:27 PM] gidoly
:earlyaccess: Early Access 3029
```- Primary work for Kernel Multiprocess. [#9071]
 - Device memory and core timing will be reused between game boots.
 - Accurately tracking memory allocations, ensure they are freed on process shutdown.
 - Dding/refreshing various kernel memory modules to latest RE.
 - Rework core timing to support multiple emulation sessions.
 - Improved emulation of KThread shutdown & DPC.
 - Code base is updated to use newly released result macros.
 - Increases 'stop emulation' stability across multiple boots.```


[10/17/2022 1:22 AM] gidoly
:yuzu: Mainline 1201
```- Moves translation to new transifex server. [#9058]
- Fixes minor misspelling words on yuzu ui. [#9076]```


[10/17/2022 11:23 AM] gidoly
:earlyaccess: Early Access 3032
```- Enables compatibility for new account/device save paths planned on a future implementation. [#9082]
- Fix slab heap ABA on kernel code base. [#9083]
 - Fixes various crashes caused by multi-threading synchronization errors.```


[10/17/2022 8:39 PM] gidoly
:yuzu: Mainline 1202
```- Fixes minor spelling errors on code base. [#9079]
- Avoid loading a null string into a vector with SDL sink [#9080]
 - Fixes crashes when there is more audio input device than audio output device. caused by, [#9039].
- Set TX_TOKEN for transifex client. [#9085]
 - Address translation not moves to new transifex server with [#9058].```


[10/19/2022 12:01 AM] gidoly
:yuzu: Mainline 1203
```- Add missing pragma once on yuzu code base. [#9087]
- support lz4's own CMake scripts, for building yuzu in some Linux distros. [#9054]```


[10/19/2022 12:06 AM] gidoly
:earlyaccess: Early Access 3036
```- Implement 1D copies based on VMM 'kind' [#9084]
 - Fixes rendering issue with DMA copy without reference.
 - Fixes texture corruption on Snack World The Dungeon Crawl Gold.```


[10/19/2022 7:11 PM] gidoly
:yuzu: Mainline 1204
```- Implement 1D copies based on VMM 'kind' [#9084]
 - Fixes rendering issue with DMA copy without reference.
 - Fixes texture corruption on Snack World The Dungeon Crawl Gold.```


[10/19/2022 7:19 PM] gidoly
:earlyaccess: Early Access 3038
```- Fixes syncing issues on Maxwell DMA puller. [#9095]
  - Fixes remain Y.F.C part 1 regression that caused model flickering on Animal Crossing New Horizon ATM shopping menu, splatoon 2 octo expansion E05 station ink panel changes color randomly.```


[10/20/2022 7:23 AM] gidoly
:earlyaccess: Early Access 3040
```- Addresses inconsistency of location not handled well with legacy attribute convert from [#7375]. [#8873]
- Clean Session request kernel code base. [#9078]
 - Adds KSessionRequest from upstream to track the state of pending requests.
 - Removes most Session Request Manager behavior from KServerSession.
- Updates Audio code base matches to firmware 15.0.0. [#9096]
 - Adds a new parameter for controlling the threshold for dropping voices.
- Don't build ASTC decoder shader unless requested. [#9097]
 - Fixes crashes when booting games on Intel ARC GPUs.```


[10/21/2022 12:01 AM] gidoly
:yuzu: Maninline 1205
```- Primary work for Kernel Multiprocess. [#9071]
 - Device memory and core timing will be reused between game boots.
 - Accurately tracking memory allocations, ensure they are freed on process shutdown.
 - Dding/refreshing various kernel memory modules to latest RE.
 - Rework core timing to support multiple emulation sessions.
 - Improved emulation of KThread shutdown & DPC.
 - Code base is updated to use newly released result macros.
 - Increases 'stop emulation' stability across multiple boots.
- Enables compatibility for new account/device save paths planned on a future implementation. [#9082]
- Fix slab heap ABA on kernel code base. [#9083]
 - Fixes various crashes caused by multi-threading synchronization errors.
- Makes minor interface improvements common/fixed_point. [#9094]
 - Clean up codes on concept.h and fixed point.h.
 - Fixes uninitialized reads that take place in several parts of the audio code base.```


[10/21/2022 12:06 AM] gidoly
:earlyaccess:  Early Access 3042
```- Hide compatibility rate from game list by default until compatibility list rework. [#9091]
 - User can still make compatibility appear with 'Show compatibility list' option on Configure > General > UI.```


[10/21/2022 11:35 AM] gidoly
:earlyaccess: Early Access 3044
```- Adds cache for vibration tests. [#9107]
 - Execute vibration test once and returns cached value to prevents fps drop from consistent vibration testing.
 - Fixes performance drop on 3D Mario All-Stars version of Super mario 64 and Nintendo switch online N64 emulator.```


[10/21/2022 11:14 PM] gidoly
:yuzu: Mainline 1206
```- Clean Session request kernel code base. [#9078]
 - Adds KSessionRequest from upstream to track the state of pending requests.
 - Removes most Session Request Manager behavior from KServerSession.
- Compresses PNG images with  Pngcrush to reduce build size slightly. [#9088]
- Updates Audio code base matches to firmware 15.0.0. [#9096]
 - Adds a new parameter for controlling the threshold for dropping voices.
- Rename 'Undocked' option with 'Handheld' on applet. [#9099]
- Fix copy size in GetSupportedNpadIdTypes' on HID codebase. [#9106]
 - Fix bug that made memory to copy partially.
- Implement R32_B24G8 texture with D32_FLOAT_S8_UINT on format_lookup_table.  [#9108]
 - Used by Persona 5 Royal, Notes that black screen issue on battle section is not fixed with this change.
- Add missing override on k_session_request. [#9109]
 - Silence missing override warning.```


[10/22/2022 7:38 PM] gidoly
:yuzu: Mainline 1207
```- Fixes syncing issues on Maxwell DMA puller. [#9095]
  - Fixes remain Y.F.C part 1 regression that caused model flickering on Animal Crossing New Horizon ATM shopping menu, splatoon 2 octo expansion E05 station ink panel changes color randomly.```


[10/22/2022 7:43 PM] gidoly
:earlyaccess: Early Access 3045
```- Reimplement the maxwell drawing trigger mechanism. [#9112]
 - Fix the gpu_console homebrew black screen.
 - Sonic 1 homebrew is now playable from start to finish.```


[10/24/2022 9:13 PM] gidoly
:yuzu: Mainline 1208
```- Treat more warning as error on various part of yuzu error logging. [#9105]```


[10/24/2022 9:17 PM] gidoly
:yuzu: Mainline 1209
```-  Fix container destruction order nvdrv. [#9122]
 - Fixes crash caused by nvdec common destructor would attempt to access the NvCore::Container belonging to nvdrv but already destroyed due to wrong ordering.```


[10/24/2022 9:28 PM] gidoly
:earlyaccess: Early Access 3048:
```- Allow amiibos without amiibo keys. [#9113]
 - Games that require amiibo decryption such as Super Smash Bros. Ultimate, Splatoon games, shovel knight games still requires amiibo keys to be fully functional.
- Refactor dummy thread wakeups on kernel codebase. [#9118]
 - Allows host threads to call KSynchronizationObject::Wait, which is required to implement the HIPC server manager.
- Adds barrier for service thread shutdown. [#9119]
 - Fixes crashes cause by long delay between core shut down and service thread shut down.```


[10/25/2022 7:45 PM] gidoly
:yuzu: Mainline 1210
```- Addresses inconsistency of location not handled well with legacy attribute convert from [#7375]. [#8873]
- Adds barrier for service thread shutdown. [#9119]
 - Fixes crashes cause by long delay between core shut down and service thread shut down.```


[10/25/2022 8:06 PM] gidoly
:earlyaccess: Early Access 3052
```- Display game title name based on yuzu language setting. [#9115]
- Refactor dummy thread wakeups on kernel codebase. [#9125]
 - Allows host threads to call KSynchronizationObject::Wait, which is required to implement the HIPC server manager.
 - Supersede [#9118] which aimed same result but had various issues.
- Reverts DeadBranchElimination pass on shader recompiler. [#9126]
 - Fix partial implementation of Triangle stratgy's compute shader being removed.
 - Fix white blocky artifact on Triangle Strategy's camp section caused by compute shader.
- Skip clears if guest clear operation is not supported on Vulkan. [#9127]
 - Workaround issue until proper emulation for this behavior done.
 - Fixes Black screen issues with Persona 5 Royal battle section and menus.```


[10/26/2022 9:24 PM] gidoly
:yuzu: Mainline 1211
```- Adds cache for vibration tests. [#9107]
 - Execute vibration test once and returns cached value to prevents fps drop from consistent vibration testing.
- Reimplement the maxwell drawing trigger mechanism. [#9112]
 - Fix the gpu_console homebrew black screen.
 - Sonic 1 homebrew is now playable from start to finish.
- Allow amiibos without amiibo keys. [#9113]
 - Games that require amiibo decryption such as Super Smash Bros. Ultimate, Splatoon games, shovel knight games still requires amiibo keys to be fully functional.
- Fixes buffer_base.cpp build error on clang and gcc compiler.
```


[10/28/2022 1:44 AM] gidoly
:yuzu: Mainline 1212
```- Refactor dummy thread wakeups on kernel codebase. [#9125]
 - Allows host threads to call KSynchronizationObject::Wait, which is required to implement the HIPC server manager.
 - Supersede [#9118] which aimed same result but had various issues.
- Use the std::contiguous_iterator and renames 'IsSTLContainer' to 'IsContiguousContainer' [#9131]
 - Minor code clean up.```


[10/28/2022 1:51 AM] gidoly
:earlyaccess: Early Access 3058
```- Improved support for nx-hbmenu. [#9137]
 -Fixes nvdrv, nvflinger, display services code base to support homebrew menu.
 - Vulkan still has minor flickering issue left with console homebrews.```


[10/28/2022 6:40 PM] gidoly
:yuzu: Mainline 1213
```- Display game title name based on yuzu language setting. [#9115]
- Reverts DeadBranchElimination pass on shader recompiler and fix partial implementation of Triangle strategy's compute shader being removed. [#9126]
- Fixes white blocky artifact on Triangle Strategy's camp section caused by compute shader.
- Skip clears if guest clear operation is not supported on Vulkan. [#9127]
- Workaround issue until proper emulation for this behavior done.
- Fixes Black screen issues with Persona 5 Royal battle section and menus.
- Pass Initialize members by value where applicable audio in/out code base. [#9134]
- Cleans up audio code base, may solve potential bugs.
- Prevents yuzu from running out of memory when you crash inside homebrew and prints stacktrace when homebrew crashes. [#9138]
- Fixes regression caused by drawing mechanism refactor. [#9140] 
- Fixes black screen on Nintendo Switch Online n64 emulator, and black screen, and rendering issues on 3D Mario All Stars, Super Mario Galaxy caused by [#9112]. ```


[10/30/2022 7:19 PM] gidoly
:yuzu: Mainline 1215
```- Improved support for nx-hbmenu. [#9137]
 -Fixes nvdrv, nvflinger, display services code base to support homebrew menu.
 - Vulkan still has minor flickering issue left with console homebrews.
- Fixes regression caused by drawing mechanism refactor. [#9140] 
- Fixes black screen on Nintendo Switch Online n64 emulator, and black screen, and rendering issues on 3D Mario All Stars, Super Mario Galaxy caused by [#9112]. 
- Fixes issue arose after kernel session clean up [#9078]. [#9148]
 - Fixes server port to later try to reference invalid memory when closing.
 - Fixes CleanupRequests reference invalid memory rarely.
- Stub 'Set Record Volume Muted' service. [#9149]
 - Used by bayonetta 3.```


[10/30/2022 7:29 PM] gidoly
:earlyaccess: Early Access 3065
```- Remove recorded_counts on vk_scheduler.
 - Use offset for check if chunk is empty instead recorded_count.```


[10/31/2022 12:17 AM] bunnei
:yuzu: Mainline 1216
:earlyaccess: Early Access 3068
```
- Fixes ACC::ListOpenContextStoredUsers service call.
  - Fixes the intro hang with Bayonetta 3.
```


[10/31/2022 2:21 AM] gidoly
:yuzu:  Mainline 1216
```- Fixes the LDN service not consistently initializing successfully on Pokemon Sword/Shield . [#9042]
- Hide compatibility rate from game list by default until compatibility list rework. [#9091]
 - User can still make compatibility appear with 'Show compatibility list' option on Configure > General > UI.
- Fixes crash with extended dram option regression caused by  [#9071]. [#9151]
- Fixes ACC::ListOpenContextStoredUsers service call. [#9157]
  - Fixes the intro hang with Bayonetta 3. ```


[10/31/2022 2:24 AM] gidoly
:yuzu:  Mainline 1217
```- Fix regression caused by limiting render area to width/height of render targets on vulkan. [#9155]
 - Fixes white screen on Bayonetta 3.
 - Game requires GPU High setting to render correctly.
- Fixes single core being broken due to [#9125]. [#9158]```


[10/31/2022 8:42 AM] gidoly
:yuzu:  Mainline 1218
```- Adds more fixes for KPort reference counting follow up to [#9148]. [#9159]
 - Fixes KPort slab heap from running out of space.
 - Fixes recent crash regression on Pokemon Let's go games and Pokemon sword and possibly other games.```


[10/31/2022 9:20 PM] gidoly
:earlyaccess:  Early Access 3072
```- Improve compatibility submission system. [#9133]
 - Only users that match our recommended system requirements are able to submit reports.
 - The submission form is now multi-page and asks specific questions from which it determines the compatibility status.
 - The compatibility categories and their descriptions have been renamed to be more clear and the "Okay" category has been removed.
 - Recreate swapchain images on guest format change. [#9154]
 - Fixes applications that don't use the RGBA8 buffer format to not render correctly and flickering when launched from hbmenu.```


[11/1/2022 6:15 AM] gidoly
:earlyaccess:  Early Access 3073
```-  Fixes another drawing trigger mechanism refactor regression. [#9163]
 - Fixes shadow and fog not render correctly on Xenoblade Chronicles 3 colony 11 area.
 - Fixes Instance model instance_count error spam on Animal Crossing New Horizon.```


[11/1/2022 7:25 PM] gidoly
:yuzu:  Mainline 1220
```- Remove recorded_counts on vk_scheduler.
 - Use offset to check if chunk is empty instead of recorded_count.```


[11/3/2022 3:42 AM] gidoly
:earlyaccess: Early Access 3077
```-  Invert session request handling flow on kernel. [#9135] 
 - Refactor service handling to fit with future multi process support.
 - Removes all HLE  IPC logic from KServerSession and moves in to session manager.
 - Service threads will  now wait for and pull the requests themselves.```


[11/4/2022 4:30 AM] gidoly
:yuzu:  Mainline 1222
```- Manually import Ukrainian translation file for Yuzu UI. [#9166]
  - The Ukrainian option is now selectable on Configure > General > UI  > Interface Language.
- Remove unnecessary sepator in main.ui file.
 - Clean up unused code.```


[11/4/2022 7:10 AM] gidoly
:earlyaccess:  Early Access 3082
```- Fixes few issues with Tessellation stage on GPU code base. [#9167]
  - Fix The Legends Of Heroes: Trails From Zero Black background on menu screen.
- Updates Kernel code base to match closely with firmware 15.0.x. [#9173]```


[11/4/2022 6:47 PM] gidoly
:yuzu:  Mainline 1223
```- Generate mipmap texture by drawing. [#8858]
 - Fix missing icons on Retroarch homebrew.
 - Dragon quest builders menus now displays correctly, game is now fully playable.
- Fix SNORM texture buffer emulating error [#9001]
 - Fixes TRIANGLE STRATEGY flickering issue with Glasm shader backend and moonlight in garrison rendering.
- Adds option to hide file size and file types columns. [#9093]
 - The Option can be found on Configure > General > UI.
- Don't build ASTC decoder shader unless requested. [#9097]
 - Fix crashes when booting games on Intel ARC GPUs.
-  Invert session request handling flow on kernel. [#9135] 
 - Refactor service handling to fit with future multi-process support.
 - Removes all HLE  IPC logic from KServerSession and moves it to the session manager.
 - Service threads will  now wait for and pull the requests themselves.
- Recreate swapchain images on guest format change. [#9154]
 - Fixes applications that don't use the RGBA8 buffer format not rendering correctly and flickering when launched from hbmenu.
- Updates shader cache version. [#9175]
 - Invalidate previous shader cache due to incompatibility with new changes.```


[11/4/2022 10:33 PM] gidoly
:yuzu: Mainline 1224
```- Unbreak BSDs by adding missing network include. [#9178]
- Enable recent Linux features on BSDs [#9181]
- Reverts [#8858], [#9001], [#9175] due to regression with resolution scaler. [#9187] 
 - The fix will be reintroduce once issues are resolved, sorry for the inconvenience.```


[11/5/2022 9:49 PM] gidoly
:earlyaccess:  Early Access 3090
```- Adds a new entry support_snorm_render_buffer to determine whether the host device supports rendering to SNORM render buffers. [#9176]```


[11/6/2022 12:48 AM] gidoly
:earlyaccess:  Early Access 3090 tie 
- no new update, this update is written for meme.


[11/6/2022 9:26 PM] gidoly
:yuzu:  Mainline 1226
```- Generate mipmap texture by drawing. [#8858]
 - Fix missing icons on Retroarch homebrew.
 - Dragon quest builders menus now displays correctly, game is now fully playable.
- Fix SNORM texture buffer emulating error [#9001]
 - Fixes TRIANGLE STRATEGY flickering issue with Glasm shader backend and moonlight in garrison rendering.
-  Fixes another drawing trigger mechanism refactor regression. [#9163]
 - Fixes shadow and fog not rendering correctly on Xenoblade Chronicles 3 colony 11 area.
 - Fixes Instance model instance_count error spam on Animal Crossing New Horizon.
- Updates Kernel code base to match closely with firmware 15.0.x. [#9173]
- Updates shader cache version. [#9175]
 - Invalidate previous shader cache due to incompatibility with new changes.
- Fixes regression with resolution scaler caused by [#8858] and [#9001]. [#9189]```


[11/6/2022 9:47 PM] gidoly
:earlyaccess:  Early Access 3097
```- Assign KProcess to service threads. [#9182]
 - Prior work to remove kernel code from service code base.
- Y.F.C: Rework the blit engine and add a software blitter on Fermi2D. [#9194]
 - Fixes issues with ASTC texture mipmap uploads.
 - Fixes texture corruption with Blue Fire, A Hat In Time, Darksider 3, Diablo II Resurrected (character hair), Dragon Quest XI, Life is Strange: True Colors, Yoshi's Crafted World, Fist: Forged in Shadow Torched, Kirby Start Allies: Depth of field, Digimon Story Cyber Sleuth, GTA Trilogy and other games.
 - Fixes BGR issues with Turok 2, Doom64 and Ys IX: Monstrum Nox.
 - Fixes black screen issue with GZDOOM homebrew.```


[11/8/2022 12:16 AM] gidoly
:yuzu: Mainline 1227
```- Implement 1D copies based on VMM 'kind' [#9084]
 - Fixes rendering issue with DMA copy without reference.
 - Fixes texture corruption on Snack World The Dungeon Crawl Gold.```


[11/8/2022 4:29 AM] gidoly
:earlyaccess: Early Access 3098
```- Fixes deletion on service thread.
 - Fixes race condition that causes service thread to try to delete itself and deadlock. [#9199]
- Fixes random crashes with DMA copy 1D on GPU code base. [#9204]```


[11/10/2022 3:05 AM] gidoly
:yuzu:  Mainline 1228 
```- Fixes deletion on service thread.
 - Fixes race condition that causes service thread to try to delete itself and deadlock. [#9199]```


[11/10/2022 7:19 AM] gidoly
:earlyaccess:  Early Access 3102
```- Adds initial support for the ARM64 CPU architecture. [#9198]
 - 32 bit titles can be run on M1 Asahi Linux with Lavapipe for Vulkan support, or any other Linux distro with compatible Vulkan drivers.```


[11/10/2022 10:44 PM] gidoly
:yuzu:  Mainline 1230
```- Assign KProcess to service threads. [#9182]
 - Prior work to remove kernel code from service code base.
- Ensure correctness of atomic store ordering on scheduler. [#9215]
 - Fixes consistent errors and crashes with ARM64 builds.```


[11/10/2022 10:51 PM] gidoly
:earlyaccess:  Early Access 3104
```-  Removes explicit KProcess on the service thread. [#9224]
 - Temporary workaround process heap could run out with games until service architecture rework finishes.```


[11/12/2022 11:28 AM] gidoly
:yuzu:  Mainline 1231
```- Split up strings that related to content removal on UI codebase. [#9180]
- Updates svc_types.h to provide updated upstream definitions for all Services. [#9183]
- Changes QtKeyToSwitchKey switch case to array. [#9192]
- Adds initial support for the ARM64 CPU architecture. [#9198]
 - 32 bit titles can be run on M1 Asahi Linux with Lavapipe for Vulkan support, or any other Linux distro with compatible Vulkan drivers.
- Add break statement in default cases. [#9217]
- Add CPU thread count to log file. [#9223]```


[11/12/2022 11:38 AM] gidoly
:earlyaccess:  Early Access 3115
```- Implement complete multi-touch support. [#9191]
 - Yuzu will now recognize all touch input instead 16 touch inputs.
 - Corrects the touch input rate and fixes touch input issues with games such as Mini Motorways
- Use the default service thread for audio. [#9232]```


[11/12/2022 11:13 PM] gidoly
:yuzu:  Mainline 1232
```- Improve compatibility submission system. [#9133]
 - Only users that match our recommended system requirements are able to submit reports.
 - The submission form is now multi-page and asks specific questions from which it determines the compatibility status.
 - The compatibility categories and their descriptions have been renamed to be more clear and the "Okay" category has been removed.
- Fixes few issues with Tessellation stage on GPU code base. [#9167]
  - Fix The Legends Of Heroes: Trails From Zero Black background on menu screen.
- Fixes random crashes with DMA copy 1D on GPU code base. [#9204]
-  Removes explicit KProcess on the service thread. [#9224]
 - Temporary workaround process heap could run out with games until service architecture rework finishes.
- Fixes graphic regression caused by [#8766]. [#9226]
 - Fixes checkboard artifact on Xenoblade Chronicles 3.
- Add CPU core count on log files. [#9231]```


[11/14/2022 6:59 AM] gidoly
:yuzu: Mainline 1233
```- Improve GDB debugger's usability. [#9225]
 - Connection can be re-attempt any number of times.
- Adds basic support for AMS moniter commands, AMS command supported by dmnt.gen2 is not implemented yet.
- Ignores ARM from core count logging. [#9235]```


[11/15/2022 11:14 PM] gidoly
:yuzu:  Mainline 1235
```- Update the result module to match with switchbrew. [#9243]```


[11/15/2022 11:47 PM] gidoly
:earlyaccess:  Early Access 3119
```- Implement data cache management operations on kernel code base required by ARM64 builds. [#9234]
- Implement HLE Amiibo setting applet. [#9238]
 - User can now register, delete and format the data from Amiibo, for the meantime it is only accessible when the game calls it.
 - This feature requires Amiibo key from console to be accessible.
- Fixes lost wake up on nvflinger. [#9244]
 - Prevents emulation from hanging when the program produces frames very slowly on start up.```


[11/17/2022 11:02 PM] gidoly
:yuzu:  Mainline 1236
```- Adds custom dialogue when deleting user profile. [#9247]
 - Changes error to be more informative and shows profile picture.```


[11/17/2022 11:05 PM] gidoly
:yuzu:  Mainline 1237
```- Removes unused variables from micro profile UI [#9250]
 - Yuzu can now built on Clang 15.```


[11/17/2022 11:15 PM] gidoly
:earlyaccess: Early Access 3123
```
- Adds multi-layer clear on maxwell3d macro. [#9252]
 - Fixes Xenoblade Chronicles 3 boot crashes with AMD GPUs.
- Implement a missed attribute layer on the shader code base. [#9253]
 - Fixes Pokémon Scarlet and Violet not rendering.
- Remove inaccurate NaN from Auto CPU setting. [#9254]
 - Removed for causing instability on Pokémon Scarlet and Violet, and possibly other games.
  - Please note that if you experience bad performance on Luigi's Mansion 3 12th beach restaurant floor, enable this option with CPU unsafe accuracy. The video guide is pinned on #yuzu-support-windows .
```


[11/18/2022 11:34 PM] gidoly
:yuzu:  Mainline 1238
```- Adds multi-layer clear on maxwell3d macro. [#9252]
 - Fixes Xenoblade Chronicles 3 boot crashes with AMD GPUs.
- Implement a missed attribute layer on the shader code base. [#9253]
 - Fixes Pokémon Scarlet and Violet not rendering.
- Remove inaccurate NaN from Auto CPU setting. [#9254]
 - Removed for causing instability on Pokémon Scarlet and Violet, and possibly other games.
- Disabe audio stalling. [#9225]
 - prevents potential crashes on Pokemon Scarlet/Violet.```


[11/19/2022 4:44 AM] gidoly
:yuzu: Mainline 1241
```- Implement data cache management operations on kernel code base, required by ARM64 builds. [#9234]
- Add missing flat decoration on SPIR-V shader backend. [#9260]
 - Fixes yellow filter artifact on Pokémon Scarlet and Violet with AMD GPUs.
 - The change requires cleaning the current shader cache to apply correctly.
 - Change is also merged on latest Early Access.```


[11/20/2022 4:36 AM] gidoly
:yuzu: Mainline 1243
```- Rework for Qt6 support on CMake. [#8829]
- Implement complete multi-touch support. [#9191]
 - Yuzu will now recognize all touch input instead 16 touch inputs.
 - Corrects the touch input rate and fixes touch input issues with games such as Mini Motorways.
- Fix stack misalignment in "GenMemory128Accessors" on dynarmic. [#9271]
 - Fixes windows exclusive memory bugs.
- Fixes random crashes from Pokemon Violet/Scarlet.```


[11/20/2022 9:42 PM] gidoly
:yuzu: Mainline 1244
```- Implement HLE Amiibo setting applet. [#9238]
 - User can now register, delete and format the data from Amiibo, for the meantime it is only accessible when the game calls it.
 - This feature requires Amiibo key from console to be accessible.
- Inform available Vulkan's VRAM to log files. [#9249]```


[11/21/2022 12:00 AM] gidoly
:earlyaccess:  Early Access 3141
```- Adds Slider bar for AMD FidelityFX FSR 1.0.2 sharpening value. [#9276]
 - Setting can be found on Configure > Graphics.
 - Following setting is only available on global configure at the moment.```


[11/21/2022 9:29 PM] gidoly
:yuzu: Mainline 1245
```- Fixes copy/paste error on dmnt_cheat_vm.cpp [#9279]
 - Fixes crashing with some cheats such as Pokemon Violet and Scarlet speed hack cheats.
- Reimplement inline index buffer binding [#9216]
 - Fixes crashes on Open GL with non-unified_memory mode, and generated buffer would not be recycled.```


[11/22/2022 10:19 AM] gidoly
:earlyaccess: Early Access 3142
```- Adds  per-game input profiles on properties. [#9273]
 - Users can now make per-config input setting in Configure --> Controls --> Profile and select them using Properties --> Input Profiles to load the input profile when the game boots.
 - Input profile loading from properties will include controller type. ```


[11/23/2022 2:51 AM] gidoly
:yuzu: Mainline 1246
```- Use WebClient only if "ENABLE_WEB_SERVICE" is enabled on qt_amiibo_settings. [#9292]
 - Fixes compilation error  when "ENABLE_WEB_SERVICE" is disabled in CMake configuration.```


[11/23/2022 3:04 AM] gidoly
:earlyaccess: Early Access 3144
```- Tune maxwell drawing trigger mechanism. [#9288]
 - Fix distant object would flicker in The Legend of Zelda: Breath of the Wild 1.0.0 version.
- Fix compiling for Apple Clang. [#9289]
- Fix an OoB with sample sinking. [#9297]
 - Fix The Legend of Zelda: Skyward Sword HD would stuck on booting in Linux OS.```


[11/23/2022 11:17 PM] gidoly
:yuzu: Mainline 1247
```- Remove cast to void* in GetObjectForIpc from k_handle_table. [#9299]
 - Cleans up unused codes.
- Implement NFC IUser service. [#9219]
 - Fixes Ultra Kaiju Monster Rancher nfc detection.```


[11/23/2022 11:20 PM] gidoly
:yuzu: Mainline 1248
```- Always use LibreSSL external on Windows. [#9302]
 - Fixes Yuzu would not launch due to missing dll file.```


[11/24/2022 9:31 PM] gidoly
:yuzu: Mainline 1250
```- Addresses several issues from buffer cache. [#9312]
 - Reduces vertex explosions from Pokemon Scarlet/Violet and Pokemon Legend Arceus with normal accuracy.
 - Pokemon Scarlet/Violet requires GPU HIGH accuracy to render correctly.
 - Fix is also applied to Early Access 3148.```


[11/24/2022 9:34 PM] gidoly
:earlyaccess: Early Access 3148
```- Fixes format usage bits and add R16_SINT in maxwell_to_vk. [#9307]
 - Resolve texture error caused by small mistake.```


[11/25/2022 8:51 PM] gidoly
:yuzu: Mainline 1251
```- Y.F.C: Rework the blit engine and add a software blitter on Fermi2D. [#9194]
 - Fixes issues with ASTC texture mipmap uploads.
 - Fixes texture corruption with Blue Fire, A Hat In Time, Darksider 3, Diablo II Resurrected (character hair), Dragon Quest XI, Life is Strange: True Colors, Yoshi's Crafted World, Fist: Forged in Shadow Torched, Kirby Start Allies: Depth of field, Digimon Story Cyber Sleuth, GTA Trilogy and other games.
 - Fixes BGR issues with Turok 2, Doom64 and Ys IX: Monstrum Nox.
 - Fixes black screen issue with GZDOOM homebrew.
- Assign menuRole properties for actions in QT. [#9304]
 - Fixes menuRole items not detected correctly.
- Add helper function for determining element counts in hle_ipc. [#9305]
 - Small code clean up.```


[11/26/2022 7:33 PM] gidoly
:yuzu: Mainline 1252
```- Fix an OoB with sample sinking. [#9297]
 - Fix The Legend of Zelda: Skyward Sword HD would stuck on booting in Linux OS.```


[11/27/2022 7:52 PM] gidoly
:yuzu: Mainline 1253
```- Adds Slider bar for AMD FidelityFX FSR 1.0.2 sharpening value. [#9276]
 - Setting can be found on Configure --> Graphics and games properties.
- Workaround vulkan check would not working on apple devices. [#9308]
- Replace OpenGL's default shader backend to GLSL due to troubles caused by Glasm backend with new games. [#9318]
- Use user-provided title.keys whenever possible. [#9324]
 -Fixes auto-generated keys takes precedence over user provided keys. ```


[11/27/2022 9:34 PM] gidoly
:earlyaccess: Early Access 3157
```- Fix input callback crash while closing yuzu-cmd. [#9317]
- Take suspend lock when stalling the running process in audio core. [#9320]
 - Fixes assert spam with Pokemon Scarlet/Violet.
- Generate SDL events from mainthread. [#9322]```


[11/28/2022 11:06 PM] gidoly
:yuzu: Mainline 1254
```- Fix input call back crash while closing yuzu-cmd. [#9317]
- Use the default service thread for audio. [#9232]
- Updates yuzu-cmd configuration file description to be more informative. [#9323]
```


[11/29/2022 9:50 PM] gidoly
:yuzu: Mainline 1255
```- Generate SDL events from main thread. [#9322]
- Fixes default config value with yuzu-cmd. [#9325]
 - Resolve lack of audio on boot with yuzu-cmd.
- Cleans up various part of yuzu code base. [#9336,  #9337, #9338, #9339]```


[11/30/2022 8:51 PM] gidoly
:yuzu: Mainline 1256
```- Workaround vulkan check would not working on apple devices. [#9308]
- Generate SDL events from main thread. [#9322]
-  Bump minimum required CMake version to 3.22. [#9349]
- Remove unnecessary casts on videocore engine files and cleans up syncpoint_manager.cpp. [#9352, #9354]```


[11/30/2022 9:01 PM] gidoly
:earlyaccess: Early Access 3170
```
- Use compiled header to improve compiling times. [#9300]
 - Improves compiling time by ~50% on compilers.
 - Update stubs for Submit/GetRequestState/GetResult. [#9348]
 - Fixes Splatoon 3 would stuck on loading with network interface selected.```


[12/1/2022 2:20 AM] gidoly
:earlyaccess: Early Access 3171
```- Implement gl_Layer translation geometry shader in shader recompiler. [#9363]
 - Fixes Pokemon Scarlet/Violet would not render with Maxwell v1 or older Nvidia GPUs.```


[12/1/2022 9:54 PM] gidoly
:yuzu: Mainline 1257
```- Take suspend lock when stalling the running process in audio core. [#9320]
 - Fixes assert spam with Pokemon Scarlet/Violet.
- Updates UI translation to lastest. [#9366]```


[12/1/2022 10:11 PM] gidoly
:earlyaccess: Early Access 3173
```- Tune the index drawing judgment logic. [#9353]
 - Fixes macro would initiate draw call relied on previous value of vertex(index)_count.
 - Partially  fixes Xenoblade Chronicles 3 red particles on various scene would not render correctly.```


[12/1/2022 10:31 PM] gidoly
```- Heads up for NVIDIA driver 527.37 update with Vulkan backend.
 - Fixed tree shadows spinning on Hyrule Warriors: Age of Calamity and Fire Emblem Warriors: Three Hopes.
 - Fixed Animal Crossing fountain water particle and Kirby and the Forgotten Land particles displaying incorrectly.
 - Fixed issues with Pascal GPUs such as broken Depth of Field effect on The Legend of Zelda: Link's Awakening and rendering issue with Paper Mario: The Origami King.```


[12/3/2022 12:04 AM] gidoly
:yuzu: Mainline 1258
```- Updates vulkan extension initialization. [#9303]
 - Increase minimum vulkan version to 1.1.
 - Removes insertion of extensions that are not necessary based on the vulkan 1.1 version.
 - Implement "VK_KHR_portability_enumeration extension" and add support for new platform surface init in Qt and SDL2 frontends for future mac support.
 - This change increase vulkan shader cache version, previous version of vulkan shader cache will not compatible anymore.
 - Change is also applied to Early Access 3176.
- Update stubs for Submit/GetRequestState/GetResult. [#9348]
 - Fixes Splatoon 3 would stuck on loading with network interface selected.
- Fixes Linux build will fail to building after [#9323] merged. [#9367]```


[12/3/2022 5:32 PM] gidoly
:yuzu: Mainline 1259
```- Use compiled header to improve compiling times. [#9300]
 - Improves compiling time by ~50% on compilers.
- Implement gl_Layer translation geometry shader in shader recompiler. [#9363]
 - Fixes Pokemon Scarlet/Violet would not render with Maxwell v1 or older Nvidia GPUs.```


[12/3/2022 6:18 PM] gidoly
:earlyaccess: Early Access 3177
```- Add 'None' backend to Configure... --> Graphics --> API. [#9344]
 - While this option is available on global setting and games properties, its intended use is for CPU performance benchmarking and debugging, by rendering nothing. If your graphic setting causes a game to not render, please check if you have enabled this option by accident.
- Silence irrelevant Vulkan validation errors to get relevant validation error logs while the GPU debugging option is enabled. [#9365]
- Add 'Enable fallbacks for invalid memory accesses' on Configure --> Debug --> CPU. [#9370]
 - This option will stop emulation when yuzu starts to spam unmapped read, its use is to help debug unmapped read crashes.
- Updates legacy Vulkan extensions into core features of Vulkan. [#9372]```


[12/4/2022 9:16 PM] gidoly
:yuzu: Mainline 1260
```- Fix compiling for Apple Clang. [#9289]
- Add 'None' backend to Configure... --> Graphics --> API. [#9344]
 - While this option is available on global setting and games properties, its intended use is for CPU performance benchmarking and debugging, by rendering nothing. If your graphic setting causes a game to not render, please check if you have enabled this option by accident.
- Tune the index drawing judgment logic. [#9353]
 - Fixes macro would initiate draw call relied on previous value of vertex(index)_count.
 - Partially  fixes Xenoblade Chronicles 3's red particles on various scenes that would not render correctly.```


[12/5/2022 7:16 AM] gidoly
:earlyaccess: Early Access 3185
```- Use the render mode override register. [#9360]
- Fixes uninitialized memory usage in service thread. [#9381]
 - Fixes 'm_shutdown_requested' would uninitialized while running service thread.```


[12/5/2022 1:36 PM] gidoly
:earlyaccess: Early Access 3186
```- Implements alpha to coverage on the Vulkan renderer. [#9383]

 - Fixes missing dithering/occlusion culling when the camera intersects objects (Trees, rocks, tall grass...ETC) on Pokémon Scarlet/Violet & Pokémon Legends: Arceus.

 - Fixes dithered rendering of distant objects (Grass, Pokemon, NPCs...ETC) when they first appear into player view on Pokémon Scarlet/Violet & Pokémon Legends: Arceus.```


[12/5/2022 2:12 PM] gidoly
:yuzu: Mainline 1261
```- Adds  per-game input profiles on properties. [#9273]

 - Users can now make per-config input setting in Configure --> Controls --> Profile and select them using Properties --> Input Profiles to load the input profile when the game boots.

 - Input profile loading from properties will include controller type.
 
- Generate SDL events from main thread. [#9322]

- Updates legacy Vulkan extensions into core features of Vulkan. [#9372]

- Link SDL2 external correctly for yuzu-cmd. [#9379]```


[12/6/2022 9:45 PM] gidoly
:yuzu: Mainline 1262
```- Adds support for linking against system libraries in cmake. such as cubeb,  inih, xbyak, dynarmic, httplib and discord-rpc. [#6833]

- Use the render mode override register. [#9360]

- Implement mifare nfc service. [#9369]

- Yuzu can now read/write mifare tags used by 'Skylanders Imaginators'. Encryption is yet to support but plain dumps are fully functional.

- Implements alpha to coverage on the Vulkan renderer. [#9383]

 - Fixes missing dithering/occlusion culling when the camera intersects objects (Trees, rocks, tall grass...ETC) on Pokémon Scarlet/Violet & Pokémon Legends: Arceus.

 - Fixes dithered rendering of distant objects (Grass, Pokemon, NPCs...ETC) when they first appear into player view on Pokémon Scarlet/Violet & Pokémon Legends: Arceus.

- Updates Dynarmic version to 6.4.0. [#9385]

- Tweak vulkan initialization further. [#9393]

 - Adds 'VK_KHR_timeline_semaphore and VK_EXT_host_query_reset' back to the list of required extensions for Vulkan before 1.2. 

 - Adds 'VK_INSTANCE_CREATE_ENUMERATE_PORTABILITY_BIT_KHR' to the 'VkInstanceCreateInfo'.```


[12/7/2022 9:25 AM] gidoly
:earlyaccess: Early Access 3195
```- Improve handling of system startup failure. [#9398]

 -  Prevents several crashes/dead lock from GPU initialization failure.```


[12/7/2022 9:32 PM] gidoly
:yuzu: Mainline 1263
```- Silence irrelevant Vulkan validation errors to get relevant validation error logs while the GPU debugging option is enabled. [#9365]

- Add 'Enable fallbacks for invalid memory accesses' on Configure --> Debug --> CPU. [#9370]

 - This option will stop emulation when yuzu starts to spam unmapped read, its use is to help debug unmapped read crashes.

- Cleans up/simplify various part of codebase. [#9389, #9390, #9392, #9394]

- Fixes various issues with cmake. [#9387, #9391, #9395]
 
- Fixes import target would create before libary version was validate by "find_package_handle_standard_args"

- Use SDL2 import target and libsb import target preferred by modern cmake.```


[12/7/2022 10:59 PM] gidoly
:earlyaccess: Early Access 3196
```- Implement maxwell3d draw manager and split draw logic in GPU codebase [#9401]

 - Reorganized the drawing process to more accurately enumerate the drawing behavior.

 - Fixes several missing graphics on DARK SOULS: REMASTERED and Dragon Quest Builders 1.```


[12/8/2022 8:53 PM] gidoly
:yuzu: Mainline 1264
```- Improve handling of system startup failure. [#9398]

 -  Prevents several crashes/dead lock from GPU initialization failure.

- Implement maxwell3d draw manager and split draw logic in GPU codebase [#9401]

 - Reorganized the drawing process to more accurately enumerate the drawing behavior.

 - Fixes several missing graphics on DARK SOULS: REMASTERED and Dragon Quest Builders 1.```


[12/9/2022 1:07 AM] gidoly
:earlyaccess:  Early Access 3198
```- Add SMAA post processing anti-aliasing filter on OpenGL and Vulkan graphic backends. [#9409]

 - Option is available in Configure --> Graphic --> Anti-Aliasing Method, and the corresponding per-games properties.

 - The option has best synergy with the AMD FidelityFX Super Resolution (FSR) filter.```


[12/10/2022 12:34 AM] gidoly
🖥️ Samsung B-Die EA 3200 mhz DDR4 CL 14 1.55V
- Memory is dead mismatch, meme protocol succeeded.


[12/10/2022 11:49 PM] gidoly
:yuzu: Mainline 1266
```- Remove mutex locks call from destructor. [#9411]

- Fixes compilation error with 'Maxwell3D::Regs::PrimitiveTopology'. [#9412]```


[12/11/2022 9:27 PM] gidoly
:yuzu: Mainline 1267
```- Add SMAA post processing anti-aliasing filter on OpenGL and Vulkan graphics backends. [#9409]

 - Option is available in Configure --> Graphics --> Anti-Aliasing Method, and the corresponding per-games properties.

 - The option has best synergy with the AMD FidelityFX Super Resolution (FSR) filter.

- Uses faster linker if possible on cmake. [#9416]

 - Improve speed of phrasing yuzu's object file when faster linker is available.

- Removes 'DEBUG_ASSERT' pointer test on memory.cpp. [#9417]

 - Removing due to code is no longer valid  and has issues with clang and gcc compiler.

- Remove explicitly defaulted and implicitly deleted constructors on audio core due to containing 'CommandGenerator&' which can't be default. [#9418]```


[12/11/2022 9:29 PM] gidoly
:earlyaccess: Early Access 3204
```- Adjust topology update logic and Clear Manage to be more accurate on draw manager. [#9406]```


[12/12/2022 9:49 PM] gidoly
:yuzu: Mainline 1268
```- Correct semantics of data cache operations. [#9415]

 - Data cache commands will interact with rasterizer instead of host memory.

- Make OpenGL loader optional in cmake. [#9419]

 - Required by Flatpak arm64 which compiles QT with GLES.

- Fix off by one in anisotropic filtering amount [#9420]

 - Fixes Super Mario Odyssey on the RADV Linux Vulkan driver where visible outlines on character models would appear on automatic anisotropic with x1 scaling.

 - Fixes Super Mario Sunshine save data selection screen background's white water with automatic or default anisotropic filtering and x1 resolution scaling.
 
 - In both cases, using a higher resolution scaling setting with automatic anisotropic filter will still causes issue.```


[12/14/2022 12:23 AM] gidoly
:yuzu: Mainline 1269
```- Add filter for SDL GUID. [#9404]

 - Fixes input profile would break with lastest SDL version.

- Adjust topology update logic and Clear Manage to be more accurate on draw manager. [#9406]
 
- Mark unlimited frame rate setting to non persistent between game boots.[#9425]```


[12/14/2022 2:09 AM] gidoly
:earlyaccess: Early Access 3212
```- Fix validation errors on less compatible Intel GPUs. [#6688]

- Fixes crashes when using Wayland. [#7410]

- Make games gracefully exit (attempt #∞). [#8605]
 
- Yuzu will now send the exit event when the game itself wants to exit. if that's not the case, yuzu will force close it.```


[12/14/2022 11:33 PM] gidoly
:earlyaccess: Early Access 3215
```- Add support for 'VK_EXT_depth_clip_control' vulkan extension. [#7450]
 
 - Yuzu will now control deph clip according to native ndc when extension is availavble.

- Declare'GroupNonUniform' capability for 'SubgroupLocalInvocationIdb' and  'storageBuffer8BitAccess'  on vulkan. [#9430, #9431]
 
- Silence the vulkan validation errors regarding these features.```


[12/15/2022 11:57 PM] gidoly
:yuzu: Mainline 1271
```- Fixes validation errors on less compatible Intel GPUs. [#6688]

- Fixes crashes when using Wayland. [#7410]

- Moves audio thread to seperate thread again due to stutter caused by 4c 4t processor. [#9441]```


[12/16/2022 12:01 AM] gidoly
:earlyaccess: Early Access 3219
```- Enables link time optimization on compiler. [#9442]
 
  - Boosts performance on all games up to 5% ~ 12%.```


[12/16/2022 11:16 PM] gidoly
:earlyaccess: Early Access 3224
```- Disable link time optimization in gcc and clang and add SSE4.2 optimization instead due to breaking appimage. [#9442+]

- Set buffer size upon initialization in HLE ipc code base [#9452]
 
 - Increase code efficiency in HLE ipc.

- Signal buffer event on audio in/out system stop. [#9455]
 
 - Fixes soft lock on Pokemon Brilliant Diamond/Shinning Pearl verion 1.0.0 that would occur after select character.```


[12/16/2022 11:21 PM] gidoly
:yuzu: Mainline 1272
```- Declare'GroupNonUniform' capability for 'SubgroupLocalInvocationIdb' and  'storageBuffer8BitAccess'  on vulkan. [#9430, #9431]
 
- Silence the vulkan validation errors regarding these features when graphic debugging option is enabled.

- Removes checks for 'PKG_CONFIG_FOUND' before calling 'pkg_search_module()' in cmake. [#9433]```


[12/18/2022 1:31 AM] gidoly
:earlyaccess: Early Access 3226
```- Implements all vulkan's topology. [#9423]

 - Fix The  Legend of Zelda: Breath of The Wild's Hero path function on the world map where would not renders correctly.

 - Fix stat graph in Check Summary > stat and moves would not correctly in Pokemon Scarlet/Violet```


[12/18/2022 1:49 AM] gidoly
:yuzu: Mainline 1273
```- Allows to add device name. [#6354]
 
 - User can now write custom device name on Configure --> System.

- Add option to create game shortcuts on Linux. [#6769]

 - The option is available when user right clicks game on the gamelist.

- Add support for 'VK_EXT_depth_clip_control' vulkan extension. [#7450]

 - Yuzu will now control deph clip according to native ndc when extension is availavble.

- Make games gracefully exit (attempt #∞). [#8605]
 
 - Yuzu will now send the exit event when the game itself wants to exit. if that's not the case, yuzu will force close it.

- Implement 'GetFreeThreadCount' in kernel codebase. [#9444]

 - Required by Just Dance 2023 Edition. Please note that game needs extra works to be playable.

- Reserve vector before populating on HLE ipc code base. [#9450]

- Add handle for wayland-egl platform name in QT [#9454]

 - Fixes vulkan validation error with wayland caused by #7410. ```


[12/18/2022 9:12 PM] gidoly
:earlyaccess: Early Access 3230
```- Fixes Xenolade Chronicles 3 would not renders on AMD GPU due to vulkan topology implementation. [#9423+]```


[12/18/2022 9:39 PM] gidoly
:yuzu: Mainline 1274
```- Enables Link Time Optimization compiler flag on MSVC Windows builds and enforces x86-64-v2 on GCC and Clang builds, mandating SSE4.2 support. [#9442]

- Boosts overall performance slightly.

- Please note that on Linux we have officially dropped support for old CPU that don't support the SSE4.2 instruction set with this change. We are discussing mandating AVX1 support in the future.

- Use pre-allocated vector for camera data. [#9451]

 - Use a stack allocated array, avoid unneeded heap memory allocations and avoids an unnecessary copy by using std::span when passing the data.

- Set buffer size upon initialization in HLE ipc code base [#9452]
 
 - Increase code efficiency in HLE ipc.

- Signal buffer event on audio in/out system stop. [#9455]
 
 - Fixes soft lock on Pokemon Brilliant Diamond/Shinning Pearl verion 1.0.0 that would occur after select character.

- Avoid setting 'WA_DontCreateNativeAncestors' in all platforms with QT. [#9461]
 
 - Fixes Recording in windowed mode would not properly on Windows.```


[12/19/2022 8:15 AM] gidoly
:earlyaccess: Early Access 3232
```- Clean up code that responsible to starting/stoping emulation. [#9463]

- Cleans up input code base overall. [#9471]```


[12/19/2022 9:44 PM] gidoly
:earlyaccess: Early Access 3234
```- Implement 'KHardwareTimer' in kernel. [#9474]

 - Fixes games Such as The Legend of Zelda: Breath of The Wild, Persona 5 Royal and Puyo Puyo Tetris 2 would randomly freeze during long session of game play.```


[12/19/2022 10:01 PM] gidoly
:yuzu: Mainline 1276
```- Fixes compiling and setting errors. [#9466]

 - Fix Device name would reset after open custom config.

 - Fix Building would fail with QT6 on Linux OS. 

- Fixes last selected custom nand directory would not apply correctly. [#9467]

- Use execlp instead of execl to avoid failure. [#9469]

 - Fixes execl would fail when yuzu invoked through command line due to fails to find 'yuzu' file.

- Silence NFC List Device error spam by games such as The Legend of Zelda: Breath of The Wild. [#9470]```


[12/20/2022 11:13 PM] gidoly
:earlyaccess: Early Access 3238
```- Continue event loop during game close in QT [#9476]

 - Fixes yuzu would crash or stop responding while closing game due to #8605.

 - Adds overlay message when game closes.```


[12/20/2022 11:24 PM] gidoly
:yuzu: Mainline 1277
```- Cleans up input code base overall. [#9471]

- Implement 'KHardwareTimer' in kernel. [#9474]

 - Fixes games Such as The Legend of Zelda: Breath of The Wild, Persona 5 Royal and Puyo Puyo Tetris 2 would randomly freeze during long session of game play.

- Hide button dialogue box for non-interactive overlay dialogue. [#9477]

- update Vulkan-Headers to v1.3.238 to fix '-Werror=switch' with system package. [#9480]

- Bump required Vulkan package version to 1.3.238.  [#9482]

 - Fixes compiling with older local version of headers after #9480.```


[12/21/2022 10:33 PM] gidoly
:yuzu: Mainline 1278
```- Clean up code that responsible to starting/stoping emulation. [#9463]```


[12/22/2022 11:23 PM] gidoly
:earlyaccess: Early Access 3241
```- Exit properly on guest-initiated close in QT. [#9486]
 
 - Prevents homebrew demos and other programs to crash while closing.

- Add 'LockFreeAtomicType' time service and clean up todo list on related code base. [#9487]```


[12/22/2022 11:25 PM] gidoly
:yuzu: Mainline 1279
```- Implements all vulkan's topology. [#9423]

 - Fix The  Legend of Zelda: Breath of The Wild's Hero path function on the world map where would not renders correctly.

 - Fix stat graph in Check Summary > stat and moves would not correctly in Pokemon Scarlet/Violet

- Continue event loop during game close in QT [#9476]

 - Fixes yuzu would crash or stop responding while closing game due to #8605.

 - Adds overlay message when game closes.```


[12/23/2022 2:01 AM] gidoly
:earlyaccess: Early Access 3242
```- Adds scratch buffer class to the code base. [#9453]
 
- Increases code efficiency regarding the process when a buffer is passed to mempcy, especially when the buffer happens to be reused constantly while running games.

- Utilize pre-allocated heap buffer for texture swizzle. [#9490]

 - Resolves overhead caused by allocating and deallocating heap memory when texture downloads/uploads happen.
 
 - Reduces stutters on games that execute lots of texture downloads/uploads such as Xenoblade Chronicles games, Astral Chain, Kirby the Forgotten land etc.```


[12/24/2022 7:32 AM] gidoly
:earlyaccess: Early Access 3246
```- Implements custom Joy-Con driver. [#9492]

 - yuzu can now signal HD rumble, support the Ring Fit controller, and read Amiibo from Joy-Con controllers. To enable these features, check  the Enable direct JoyCon driver option in Configure > Controls > Advanced.
 
 - We pinned a guide/FAQ in yuzu-support-windows regarding this feature. Please take a look before asking for support.

- Workaround static shared memory initialization in kernel. [#9496]

 - This is a temporary workaround for games that would crash on boot until we remove kernel-managed shared memory objects.

Thank you for all your support this year, and we hope everyone has a great holiday!```


[12/24/2022 10:45 PM] gidoly
:yuzu:  Mainline 1281
```- Continue event loop during game close in QT [#9476]

- Disable automatically opening the console on windows yuzu-cmd builds. [#9485]

- Exit properly on guest-initiated close in QT. [#9486]
 
 - Prevents homebrew demos and other programs to crash while closing.

- Fixes pause menu item in QT. [#9497]

 - Fixes GMainWindow checks for EmuThread::IsRunning() while thread is sleeping.```


[12/25/2022 6:25 AM] gidoly
:earlyaccess:  Early Access 3252
```- Enables custom Joy-Con driver by default. [#9492+]

- Prevent reentrant shutdown in QT [#9500]

- Y.F.C 1.5 Macro HLE rework and Dynamic State. [#9501]

 - Increases performance on various games especially on KOEI games, Pokemon Scarlet/Violet, Bayonetta 3.
 
 - MARVEL ULTIMATE ALLIANCE 3: The Black Order is now playable at full speed on most systems with Vulkan, normal GPU accuracy.
 
 - Add a fix for Fire Emblem: Warriors crashes occuring after using special attacks.

 - Adds support for VK_EXT_extended_dynamic_state2 and 3 in Vulkan. yuzu will now generate less shader when using drivers supporting VK_EXT_extended_dynamic_state 3 extensions. (Currently only available on NVIDIA Vulkan beta and  mesa-git RADV drivers.)
 
 - User will have to generate new shader cache with these changes.

Merry Christmas!```


[12/25/2022 8:31 PM] gidoly
:yuzu:  Mainline 1282
```- Adds scratch buffer class to the code base. [#9453]
 
- Increases code efficiency regarding the process when a buffer is passed to mempcy, especially when the buffer happens to be reused constantly while running games.```


[12/26/2022 7:20 AM] gidoly
:earlyaccess: Early Access 3255
```- Fixes rendering regression with Xenoblade Chronicle games on AMD GPUs caused by following pr. [#9423+]

- Automatically refresh input device list. [#9495]

 - Yuzu's input list will now refreshes automatically when you expand the input list.

- Synchronize 'k_page_group' implementation with the lastest reverse engineered kernel. [#9504]
 
 - Yuzu's kernel will now track page group reference counts.

 - Removes hacks that originally needed before changes.```


[12/26/2022 9:24 AM] gidoly
:yuzu: Mainline 1283
```- Fixes rendering regression with Xenoblade Chronicle games on AMD GPUs caused by following pr. [#9423+]

- Increases Tool Asist Speedrun script's stick input accuracy by saving range and deadzone to either full or none. [#9489]

- Workaround static shared memory initialization in kernel. [#9496]

 - Add temporary workaround for issue that result games to be crash while booting until remove kernel-managed shared memory objects.

- Prevent reentrant shutdown in QT [#9500]```


[12/27/2022 12:04 AM] gidoly
:yuzu: Mainline 1284
```- Add missing '<cstring>' header required by std::memcpy in scratch buffer.cpp. [#9507]```


[12/27/2022 8:13 PM] gidoly
:yuzu: Mainline 1285
```- Utilize pre-allocated heap buffer for texture swizzle. [#9490]

 - Resolves overhead caused by allocating and deallocating heap memory when texture downloads/uploads happen.
 
 - Reduces stutters on games that execute lots of texture downloads/uploads such as Xenoblade Chronicles games, Astral Chain, Kirby the Forgotten land etc.

- Automatically refresh input device list. [#9495]

 - Yuzu's input list will now refreshes automatically when you expand the input list.```


[12/29/2022 2:01 AM] gidoly
:yuzu: Mainline 1286
```- Synchronize 'k_page_group' implementation with the lastest reverse engineered kernel. [#9504]
 
 - Yuzu's kernel will now track page group reference counts.

 - Removes hacks that originally needed before changes.```


[12/29/2022 10:16 AM] gidoly
:yuzu: Mainline 1287 
```- Temporary reverts #9504 which causing crash on Mario kart 8 Deluxe on some devices. [#9518]```


[12/30/2022 9:45 PM] gidoly
:earlyaccess: Early Access 3266
```- Add IR camera support in custom joycon driver [#9492+]

 - Joycon can now send ir camera data to Yuzu.```


[1/3/2023 8:47 PM] gidoly
:yuzu: Mainline 1292
```- Updates Initialize request state in nifm service. [#9543]

 - Updates structs and enums to match documentation and initializes the state of the IRequest.
 
 - Fixes Regression with Mario Kart 8 Deluxe LAN mode.```


[1/3/2023 8:52 PM] gidoly
:yuzu: Mainline 1293
```- Record sanitized instead of raw stick inputs in Tool Assist Speed run script. [#9540]
 
 - TAS script will now save stick value received by game, results more accurate script for stick inputs.```


[1/4/2023 12:16 AM] gidoly
:earlyaccess: Early Access 3276
```- Additional changes to Y.F.C 1.5 PR. [#9501]

 - Fixes errors on dynamic state extension implementation.
  
  - Fixes games, such as Mario Kart 8 Deluxe would device loss with Pascal Nvidia GPUs.

 - Rework stencil tracking for vulkan.
  
  - Reduces gpu overhead from overwriting stencil, Improves performance on games slightly.

 - Adds inline driver specific constant on shader recompiler.
 
  - Improves performance slightly on game that uses inline memory, such as Xenoblade Chronicles games and Pokemon Scarlet/Violet.

 - Re- enable float point 16 and khr_push_descriptor features for Gpus.
 
  - Decreases gpu over head when games scaled to higher resolution and increase performance slightly.

  - Float point 16 is disabled on Intel GPUs due to broken  for time being.

 - Reorder image as they are modified on texture cache.

 - Implement async texture downloading on texture cache.
 
  - Decreases stutter from texture downloading and improves performance.```


[1/4/2023 6:01 AM] gidoly
:earlyaccess: Early Access 3279
```- Fixes performance regression caused by rebase commit. [#9501+]

- Use std::span to avoid heap allocations/copies when calling ReadBuffer. [#9508]
 
 - Reduces memory usage by minimize copying buffer and may improve performance slightly.```


[1/5/2023 7:02 AM] gidoly
:earlyaccess: Early Access 3281
```- Implements 'VkPipelineCache' to store Vulkan pipelines. [#9527]

 - Adds Use 'Vulkan Pipleline cache' option on Configure --> Graphic
--> Graphic Advance and games properties.

 - Enabling this option will create a separate Vulkan pipeline cache per-vendor, separate from yuzu's driver-level previous one. This option mainly serves for AMD GPUs on Windows, which rebuilds shader on each game boot due to cache size limits imposed by the driver. Expect much improved boot times on games with many shaders. The usual safeguard limitation of having to rebuild the cache once after driver updates still stands.


- Adds option to force boost clock with GPU on Configure --> Graphic --> Graphic Advance and games properties. [#9552]
 
- This option helps GPUs to reach high clock speeds while running yuzu, providing a 40%+ performance boost on RDNA2 AMD GPUs, in either Windows or Linux. NVIDIA gets a ~5% boost. While this is a safe default option, it will make the system consume more power, reducing battery life on mobile devices, and cause renderdoc captures to be unusable, so if needed, an option to disable it has been added to the Advanced tab in Graphics settings.```


[1/5/2023 8:59 PM] gidoly
:yuzu: Mainline 1295
```- Y.F.C 1.5 Macro HLE rework and adds dynamic State extention with other changes. [#9501]

 - Increases performance on various games especially on KOEI games, Pokemon Scarlet/Violet.

- MARVEL ULTIMATE ALLIANCE 3: The Black Order is now playable at full speed on most systems with Vulkan, normal GPU accuracy.
 
 - Add a fix for Fire Emblem: Warriors crashes occuring after using special attacks.

 - Adds support for VK_EXT_extended_dynamic_state2 and 3 in Vulkan. yuzu will now generate less shader when using drivers supporting VK_EXT_extended_dynamic_state 3 extensions. (Currently only available on NVIDIA Vulkan beta and  mesa-git RADV drivers.)
 
 - Rework stencil tracking for vulkan.

  
  - Reduces gpu overhead from overwriting stencil, Improves performance on games slightly.

 - Adds inline driver specific constant on shader recompiler.
 
   - Improves performance slightly on game that uses inline memory, such as Xenoblade Chronicles games and Pokemon Scarlet/Violet.

 - Re- enable float point 16 and khr_push_descriptor features for Gpus.
 
  - Decreases gpu over head when games scaled to higher resolution and increase performance slightly.

  - Float point 16 is disabled on Intel GPUs and Nvidia Ampere and  Ada series due to broken  for time being.

 - Reorder image as they are modified on texture cache.

 - Implement async texture downloading on texture cache.
 
  - Decreases stutter from texture downloading and improves performance.
 
 - User will have to generate new shader cache with these changes.```


[1/5/2023 10:56 PM] gidoly
:earlyaccess: Early Access 3287
```- Implement maxwell3d draw texture method. [#9556]

 - Fixes TiTain Quest game main menu background would not render.

- Implement Cached Writes, use fastmem for reading GPU memory and eliminate old codes. [#9559]
 
 - This change reduces time spent reading data from CPU to GPU and invalidation overhead. Improves performance on overall games.

 - Fixes Pokemon Scarlet/Violet rendering with GPU normal accuracy.```


[1/6/2023 6:45 AM] gidoly
:earlyaccess: Early Access 3291
```- Port over several shader-compiler fixes from skyline. [#9535]
  
 - Adds Geometry passthrough emulation for AMD/Intel GPUs.

  - Fixes some vertex explosions on  AMD/Intel GPUs with games such as Nier Automata The End of YoRHa Edition, Marvel Ultimate Alliance 3: Black order, Pokemon Legend Arceus.

- Adds several fixes that would benifit Intel GPUs.```


[1/6/2023 9:53 PM] gidoly
:yuzu: Mainline 1296
```- Implements 'VkPipelineCache' to store Vulkan pipelines. [#9527]

 - Adds Use 'Vulkan Pipleline cache' option on Configure --> Graphic
--> Graphic Advance and games properties.

 - Enabling this option will create a separate Vulkan pipeline cache per-vendor, separate from yuzu's driver-level previous one. This option mainly serves for AMD GPUs on Windows, which rebuilds shader on each game boot due to cache size limits imposed by the driver. Expect much improved boot times on games with many shaders. The usual safeguard limitation of having to rebuild the cache once after driver updates still stands.

 - Reduces shader stutter cause by shader caching on overall games with both option enabled and disabled. Difference is most noticable with Koei games and Xenoblade chronicles 3.

- Implement Cached Writes, use fastmem for reading GPU memory and eliminate old codes. [#9559]
 
 - This change reduces time spent reading data from CPU to GPU and invalidation overhead. Improves performance on overall games.

 - Fixes Pokemon Scarlet/Violet rendering with GPU normal accuracy.

- Removes HLE'd macro that not properly RE'd. [#9564]

 - Fixes Graphical regression with Xenoblade Chronicles 3 which would cause particles to not render.```


[1/6/2023 9:57 PM] gidoly
:yuzu: Mainline 1298
```- Port over several shader-compiler fixes from skyline. [#9535]
  
 - Adds Geometry passthrough emulation for AMD/Intel GPUs.

  - Fixes some vertex explosions on  AMD/Intel GPUs with games such as Nier Automata The End of YoRHa Edition, Marvel Ultimate Alliance 3: Black order, Pokemon Legend Arceus.

- Adds several fixes that would benifit Intel GPUs.

- Adds option to force boost clock with GPU on Configure --> Graphic --> Graphic Advance and games properties. [#9552]
 
 - This option helps GPUs to reach high clock speeds while running yuzu, providing a 40%+ performance boost on RDNA2 AMD GPUs, in either Windows or Linux. NVIDIA gets a ~5% boost. While this is a safe default option, it will make the system consume more power, reducing battery life on mobile devices, and cause renderdoc captures to be unusable, so if needed, an option to disable it has been added to the Advanced tab in Graphics settings.

  - Please note that it might degrade performance when user already forced boost clock with other third party programs.

- Fixes new pipeline cache implemented by PR #9527 would invalidate on on each load due to wronng header size. [#9566]```


[1/7/2023 10:38 PM] gidoly
:earlyaccess:Early Access 3298
```- Adds more fixes for crashes that would occur while shutdown game. [#9569]

- Show Tool Assist Speed run script progression for each player. [#9565]

 - Yuzu will now show TAS progression state for each player in case when multiple scripts are loaded for multiple players.```


[1/7/2023 10:43 PM] gidoly
:yuzu: Mainline 1299
```- Automatically disable boost clock option for steam decks due to degrade performance. [#9570]

- Fixes vulkan segfault on mesa drivers caused by boost clock change introduced by PR #9552. [#9573]```


[1/8/2023 9:27 PM] gidoly
:earlyaccess: Early Access 3301
```- Fixes OpenGL's cache invalidation error caused by PR #9559.

 - Fixes Mario kart 8 Deluxe and The Legend of Zelda: Breath of The Wild would not render correctly on ingame.```


[1/10/2023 12:42 AM] gidoly
:yuzu: Mainline 1301
```- Fixes OpenGL's cache invalidation error caused by PR #9559. [#9583]

 - Fixes Mario kart 8 Deluxe and The Legend of Zelda: Breath of The Wild would not render correctly on ingame.

- Reverts 'Align SSBO offsets to meet host requirements' commits until under lying issue addresses. [#9588]

 - Fixes regression that would cause Marvel Ultimate Alliance 3: Black Order would not render correctly.

- Disables turbo mode by default. [#9589]```


[1/10/2023 6:53 PM] gidoly
:yuzu: Mainline 1303
```- Fixes indirect draw with count in vulkan. [#9598]

 - Fix regression that would crash bayonetta 3 before reach title screen.```


[1/13/2023 10:07 AM] gidoly
:earlyaccess:  Early Access 3308
```- Adds x1.5, x7, x8 resolution scaling values for 1080p ~ 1620p users and user with high end systems. [#9612]```


[1/17/2023 9:04 PM] gidoly
:yuzu: Mainline 1311
```- Adds x1.5, x7, x8 resolution scaling values for 1080p ~ 1620p users and user with high end systems. [#9612]
 
  - Please note that 1.5 scaling value can cause graphical issues on few games due to needing subsampling.```


[1/18/2023 9:59 PM] gidoly
:yuzu: Mainline 1312
```- Adds corrective fixes for upsampler. [#9615]

 - Fixes convolution would only submit 19 value total instead expected 20.

 - Make the coefficient arrays a sensible format.

 - Improves audio quality on several games.```


[1/22/2023 9:14 PM] gidoly
:yuzu: Mainline 1316
```- Fixes multisample image fetch in vulkan shader compiler. [#9652]

 - Fixes vulkan shader compiler crashes on Fire Emblem Engage.

 - Game seems to have other crashes remained which will require future changes.```


[1/23/2023 2:04 AM] gidoly
:earlyaccess: Early Access 3324
```- Update kernel KPage Table to match lastest reverse engineered firmware. [#9604]
 
 - While this change seems safe on internal testing, it could fail to boot several games. If it happens please report us so we can address bug quickly.```


[1/24/2023 11:28 PM] gidoly
:earlyaccess: Early Access 3327
```- Allow to connect with IPv6 and Hostnames in direct connect LDN menu. [#9661]
 
 - User can now connect server directly with IP addresses. IPv6 and hostnames by insert those in Server Address blank in direct connect option.```


[1/26/2023 4:14 AM] gidoly
:earlyaccess: Early Access 3330
```- Adds ui fix for high window Dpi scaling value.  [#4949]
 
 - QT will now select appropriate integer scaling value depanding on screen resolution.

- Implement 'StoppableTimedwait' with poly fill thread. [#9677]

 - Reduce times that take for shutting down Yuzu.```


[1/26/2023 10:19 PM] gidoly
:yuzu: Mainline 1320
```- Implements custom Joy-Con driver. [#9492]

 - Yuzu can now signal HD rumble, support the Ring Fit controller, Ir camera and read Amiibo from Joy-Con controllers.
 
 - We pinned a guide/FAQ in yuzu-support-windows regarding this feature. Please take a look before asking for support.```


[1/26/2023 10:24 PM] gidoly
:yuzu: Mainline 1321
```- Update kernel KPage Table to match lastest reverse engineered firmware. [#9604]
 
 - While this change seems safe on internal testing, it could fail to boot several games. If it happens please report us so we can address bug quickly.

- Fix stick minimum range according to hardware test. [#9617]

 - Fixes EARTH DEFENSE FORCE: WORLD BROTHERS is unable to read negative values.```


[1/26/2023 10:28 PM] gidoly
:earlyaccess: Early Access 3334
```- Fixes incorrect locking order in kernel suspension. [#9666]

 - Fixes Umineko no Naku Koro ni Saku - Nekobako to Musou no Koukyoukyoku would segfault after enable fast foward mode.```


[1/27/2023 2:28 AM] gidoly
:earlyaccess: Early Access 3336
```- Add FSR: FidelityFX Super Resolution 1.0.2 filter supports for Open GL. [#9539]```


[1/28/2023 9:34 AM] gidoly
:earlyaccess: Early Access 3340
```- Implements multisample image fetch on Open GL's Glsl and Glasm backend. [#9687]

 - Fix character portraits would not render correctly on Fire Emblem: Engage with Open GL backends. 

- Fix texture cache would fails track MSAA image view.  [#9691]

 - Fixes Fire Emblem: Engage's character portraits would look transparent and black texture glitch would appear behind character portraits with Open GL and Vulkan.```


[1/28/2023 11:50 PM] gidoly
:yuzu: Mainline 1323
```- Add FSR: FidelityFX Super Resolution 1.0.2 filter supports for Open GL. [#9539]

- Fixes incorrect locking order in kernel suspension. [#9666]

 - Fixes Umineko no Naku Koro ni Saku - Nekobako to Musou no Koukyoukyoku would segfault after enable fast foward mode.

- Implement 'StoppableTimedwait' with poly fill thread. [#9677]

 - Reduce times that take for shutting down Yuzu.```


[1/29/2023 12:01 AM] gidoly
:earlyaccess: Early Access 3342
```- Implement cleaning specific color channel for vulkan. [#9631]

 - Fixes Persona 5 Royal's character stat ui would look alised at player turn and menu screen would look darker than intended to be.

 - Partially fixes Luigi's Mansion 3's shadow would flicker at several places.```


[1/29/2023 7:35 PM] gidoly
:earlyaccess: Early Access 3349
```- Implements turbo button. [#9696]

 - It will spam specific button when it is enabled, option can be found on Configure > Control  and right click button that want to enable turbo.```


[1/29/2023 7:40 PM] gidoly
:yuzu: Mainline 1324
```- Allow to connect with IPv6 and Hostnames in direct connect LDN menu. [#9661]
 
 - User can now connect server directly with IP addresses. IPv6 and hostnames by insert those in Server Address blank in direct connect option.

- Implements multisample image fetch on Open GL's Glsl and Glasm backend. [#9687]

 - Fix character portraits would not render correctly on Fire Emblem: Engage with Open GL backends. 

- Fix texture cache would fails track MSAA image view.  [#9691]

 - Fixes Fire Emblem: Engage's character portraits would look transparent and black texture glitch would appear behind character portraits with Open GL and Vulkan.```


[1/31/2023 8:41 PM] gidoly
:earlyaccess: Early Access 3356
```- Fix TXQ with MSAA textures. [#9703]

 - Fixes Dokapon UP!'s sub menu would not render.

- Force context flush when loading disk shader cache with Open GL. [#9708]

 - Fixes graphical glitches that would cause by async shader option in Open GL.```


[1/31/2023 8:44 PM] gidoly
:yuzu: Mainline 1326
```- Use std::span to avoid heap allocations/copies when calling ReadBuffer. [#9508]
 
 - Reduces memory usage by minimize copying buffer.

- Implement cleaning specific color channel for vulkan. [#9631]

 - Fixes Persona 5 Royal's character stat ui would look alised at player turn and menu screen would look darker than intended to be.

 - Partially fixes Luigi's Mansion 3's shadow would flicker at several places.```


[2/3/2023 3:47 AM] gidoly
:yuzu: Mainline 1327
```- Implements turbo button. [#9696]

 - It will spam specific button when it is enabled, option can be found on Configure > Control  and right click button that want to enable turbo.

- Fix TXQ with MSAA textures. [#9703]

 - Fixes Dokapon UP!'s sub menu would not render.

- Force context flush when loading disk shader cache with Open GL. [#9708]

 - Fixes graphical glitches that would cause by async shader option in Open GL.```


[2/4/2023 9:38 PM] gidoly
:yuzu: Mainline 1329
```- Adds ui fix for high window Dpi scaling value.  [#4949]
 
 - QT will now select appropriate integer scaling value depanding on screen resolution.

- Add toggle to hide empty room for LDN room list. [#9713]```


[2/5/2023 5:19 AM] gidoly
:earlyaccess: Early Access 3365
```- Adds volume quick setting on status bar. [#9644]

 - User can now change volume quickly by click volume section on status bar.```


[2/5/2023 10:12 PM] gidoly
:yuzu: Mainline 1330
```- Uses game image from wiki for discord status. [#9720]

 - Discord status will now show games thumbnail when image is available from yuzu wiki.

- Fixes input issues with yuzu_cmd. [#9729]

 - Fixes motion and rumble would disconnect after few minute of use and never recover.

 - Fix SDL2 config would not load correctly.```


[2/8/2023 1:04 AM] gidoly
:yuzu: Mainline 1332
```- Adds volume quick setting on status bar. [#9644]

 - User can now change volume quickly by click volume section on status bar.

- Updates yuzu_cmd's default config file.[#9737]

 - Renamed FSR: FidelityFX Super Resolution 1.0.2 filter name, added missing resolution value and SMAA option.```


[2/9/2023 10:41 PM] gidoly
:earlyaccess: Early Access 3378
```- Adds python script to auto-generate wrappers for all SVCs based on function signatures, and stub unimplemented SVCs. [#9742]

 - While internal testing of this change seem to not produce regression, since it is big change it can cause several games to not boot on launch. if it happens please report to us so we can address issue quickly.

- Implements MSAA image uploads and copies on Open GL backend. [#9746]

 - Fix Sonic Force's world map would not render correctly on Open GL backend.```


[2/9/2023 10:48 PM] gidoly
:yuzu: Mainline 1335
```- Removes code that left unintentionally from PR #9559. [#9749]

 - Fixes crashes with Yoshi's Crafted World when GPU  accuracy set to normal and potentially fixes crashes from other titles in general.

 - Fixes Geometry on city area would disappear and tree/bushes would flickering on GPU high accuracy with Pokemon Scarlet/Violet.```


[2/11/2023 1:23 AM] toast2903
:earlyaccess: Early Access 3381
```
- Use ScratchBuffer to reduce memory allocations in audio [#9770]
- Fix rounding in ApplyBiquadFilterInt [#9768]
- Fix depop prepare audio command, add hacks to skip Aux processing in some games [#9769]
    - Fixes Metroid Prime Remastered crashes
```


[2/12/2023 5:21 AM] toast2903
:yuzu: Mainline 1337
```
- Reimplement support for third-party Pro Controllers [#9759]
- Re-add QtWebEngine zoom factor [#9761]
- Avoid bit_cast usage in kernel [#9765]
    - Fixes macOS build
- Avoid a crash during cubeb initialization [#9758]
```


[2/12/2023 4:28 PM] toast2903
:yuzu: Mainline 1338
```
- Enables games to set gyro sensitivity [#9757]
    - Fixes motion controls in Metroid Prime
- Implement MSAA uploads and copies for OpenGL [#9746]
    - Fixes Sonic Forces map screen
- Use application system resource in k_process [#9773]
    - Fixes regression in FINAL FANTASY Crystal Chronicles Remastered Edition
- Fix rounding in ApplyBiquadFilterInt [#9768]
- Fix depop prepare audio command, add hacks to skip Aux processing in some games [#9769]
    - Fixes Metroid Prime Remastered crashes
```


[2/13/2023 6:03 PM] toast2903
:yuzu: Mainline 1339
```
- Add missing reset command for graphics settings [#9784]
    - Fixes some settings reporting a custom configuration in global settings
```


[2/13/2023 6:04 PM] toast2903
:earlyaccess: Early Access 3395
```
- Use unique state offsets for each biquad filter channel [#9795]
    - Fixes audio noise generated in some games such as Metroid Prime Remastered and Fire Emblem Engage
- Implement Accelerate DMA Texture [#9786]
    - Improves performance in Metroid Prime Remastered, Super Mario Sunshine, Super Mario Galaxy
- Refactor thread_local variable usage in kernel [#9771]
    - Reduces overhead on MSVC builds
```


[2/14/2023 6:59 PM] toast2903
:earlyaccess: Early Access 3400
```
- Re-add invalidate_texture_data_cache register [#9802]
    - Fixes terrain flickering regression in Xenoblade Chronicles 3
```


[2/15/2023 8:29 PM] toast2903
:yuzu: Mainline 1341
```
- Use unique state offsets for each biquad filter channel [#9795]
    - Fixes audio noise generated in some games such as Metroid Prime Remastered and Fire Emblem Engage
```


[2/15/2023 8:29 PM] toast2903
:earlyaccess: Early Access 3402
```
- Enable multi-threaded CPU video decoding [#9810]
    - Additionally disables multi-frame decoding to improve frame latency
```


[2/17/2023 9:54 PM] gidoly
:yuzu: Mainline 1342
```- Y.F.C: Adds optimization to Direct Memory Access texture. [#9786]

 - Improves performance on various games, notably with Metroid Prime Remastered, Shin Megami Tensei V and 3D Mario All Stars's Super Mario Galaxy.```


[2/17/2023 10:01 PM] gidoly
:earlyaccess: Early Access 3406
```- Fix mouse scailing would not behave correctly with high DPI scaling and split mouse input to 3 different device to prevents weird behavior with 'emulated mouse' option enabled on stick input. [#9815]```


[2/17/2023 10:11 PM] gidoly
:yuzu: Mainline 1343
```- Fixes depop prepare command would write random parts of memory as mixinfo. [#9769]

 - Fixes Metroid Prime Remastered's audio would crack randomly and crashes the Yuzu.

- Re-add the invalidate_texture_data_cache register. [#9802]

 - Partially addresses terrain on Xenoblade Chronicles 3 would have check board artifact.

- Makes sure to save config file when important change was made. [#9817]

 - Prevents config file would delete after Yuzu crashes.```


[2/19/2023 2:40 AM] gidoly
:yuzu: Mainline 1344
```- Enables multi thread decoding for NVDEC emulation: CPU decoding option and disables multi - frame decoding. [#9810]

 - Improves CPU video decoding performance for system with GPU that not supports GPU video decoding and system with large thread count.```


[2/19/2023 5:25 AM] gidoly
:earlyaccess: Early Access 3408
```- Allow AMD proprietary drivers to render at framerates higher than the refresh rate of the monitor while vsync is disabled on Graphics > Advanced. [#9826]

- Implement HLE multi-process behaviour on yuzu kernel code base. [#9832]

 - Yuzu will now convert HLE service to loop on their own processes and handles port and session request on core 3. if services best fit on their host thread, they'll still run in one.

 - This change is pretty sensitive for LDN gameplay behaviour and general gaming. Please report back us for fast issue addressing.```


[2/19/2023 10:11 PM] gidoly
:yuzu: Mainline 1345
```- Fix mouse scailing would not behave correctly with high DPI scaling and split mouse input to 3 different devices to prevent weird behavior with 'emulated mouse' option enabled on stick input. [#9815]```


[2/21/2023 9:51 PM] gidoly
:yuzu: Mainline 1346
```- Reintroduce scaling for touch input. [#9834]

 - Fixes touch input would not recognize the correct position.```


[2/23/2023 5:59 AM] gidoly
:earlyaccess: Early Access 3414
```- Implement dedicated motion from mouse [#9848]

 - Improves mouse panning motion control on games that only use gyro data for motion control, such as Metroid Prime Remastered's hybrid input mode.

- Add asynchronous ASTC texture decoding option. [#9849]

- This option greatly reduces texture conversion stutter with games such as: Astral Chain, Bayonetta 3, Luigi's mansion 3, Fire Emblem engage, and Metroid Prime Remastered. Note that this option can causes graphical artifact while converting ASTC texture.```


[2/26/2023 10:01 PM] gidoly
:yuzu: Mainline 1352
```- Implement dedicated motion from mouse [#9848]

 - Improves mouse panning motion control on games that only use gyro data for motion control, such as Metroid Prime Remastered's hybrid input mode.

- Update service function tables to match 16.0.0 firmware.  [#9857]

- Fix 'Force max clock' option would not apply correctly in per game config. [#9863]```


[2/27/2023 9:45 PM] gidoly
:yuzu: Mainline 1353
```- Implement HLE multi-process behaviour on yuzu kernel code base. [#9832]

 - Yuzu will now convert HLE service to loop on their own processes and handles port and session request on core 3. if services best fit on their host thread, they'll still run in one.

- Add asynchronous ASTC texture decoding option. [#9849]

 - This option greatly reduces texture conversion stutter with games such as: Astral Chain, Bayonetta 3, Luigi's mansion 3, Fire Emblem engage, and Metroid Prime Remastered.```


[2/27/2023 11:29 PM] gidoly
:yuzu: Mainline 1354
```- Fix copy paste error in btm service. [#9874]

 - Fix Pokemon Scarlet/Violet would not boot with 1.2.0 game update.```


[3/2/2023 12:12 AM] gidoly
:earlyaccess: Early Access 3429
```- Add logic for non-NVN storage buffer tracking. [#9822]

 - Fixes graphical issues and crashes that would occur during the Doom Eternal loading screen, and potentially other titles.

- Update kernel code base to match 16.0.0 switch firmware. [#9855]

 - Additionally, fix deadlock that could occur if a host and guest address had the same bit value.```


[3/3/2023 5:35 AM] gidoly
:earlyaccess: Early Access 3433
```- Fix bug in reverb command that could cause rare broken audio with games that use this command. [#9890]```


[3/4/2023 1:37 AM] gidoly
:yuzu: Mainline 1359
```- Update kernel code base to match 16.0.0 switch firmware. [#9855]

 - Additionally, fix deadlock that could occur if a host and guest address had the same bit value.```


[3/4/2023 9:35 AM] gidoly
:earlyaccess: Early Access 3436
```- Reduce CPU usage in Windows by improving core timing event loop. [#9889]

 - Decrease CPU usage significantly on many games, notably with Kirby and the Forgotten Land, Super Smash Bros. Ultimate.

 - With this change, Yuzu will only work on Windows 10 or above from now on.

- Check all texture swizzle components for red instead only checking [0]. [#9896]

 - Fix Story Of Season: A Wonderful Life's graphic issue that shows stripe pattern across textures```


[3/4/2023 9:36 PM] gidoly
:yuzu: Mainline 1360
```- Add logic for non-NVN storage buffer tracking. [#9822]

 - Fixes graphical issues and crashes that would occur during the Doom Eternal loading screen, and potentially other titles.```


[3/7/2023 1:21 AM] gidoly
:yuzu: Mainline 1362
```- Add additional fix for Pokémon Sword/Shield which allows to render characters lighting correctly on overworld with high GPU accuracy mode. [#9786+]

- Reduce CPU usage in Windows by improving core timing event loop. [#9889]

 - Decrease CPU usage significantly on many games, notably with Kirby and the Forgotten Land, Super Smash Bros. Ultimate.

 - With this change, Yuzu will only work on Windows 10 or above from now on.```


[3/7/2023 1:45 AM] gidoly
:earlyaccess: Early Access 3438
```- Fix WaitSynchronization part of kernel svc codebase. [#9904]

- Improve movement from mouse through additional tweaks. [#9906]

 - Reduces choppyness and input delay that would occur while using motion from mouse option. Improves keyboard/mouse input experience on various games, such as Metroid Prime Remastered.```


[3/7/2023 8:59 PM] gidoly
:earlyaccess: Early Access 3439
```- Add accelerate dma in Open GL. [#9913]

 - Improves performance in Open GL with various games, such as Metroid Prime Remastered.```


[3/7/2023 9:04 PM] gidoly
:yuzu: Mainline 1363
```- Replace default account image with 32x32 image. [#9908]

 - Fixes games, such as Burnout Paradise Remastered would soft lock after pass title screen.```


[3/8/2023 3:55 AM] gidoly
:earlyaccess: Early Access 3440
```- clone fpu status on CreateThread in kernel [#9916]

- Re-adjust the RDTSC frequency to its real frequency. [#9917]

 - Address several timing issues such as Super Smash Bros. Ultimate timer drift and audio delay in several games.

 - This change is confirmed to work correctly on AMD Ryzen and non-hybrid Intel CPUs. Hybrid Intel CPUs (12th gen and newer) may still have timing issues.```


[3/8/2023 9:21 PM] gidoly
:yuzu: Mainline 1364
```- Check all texture swizzle components for red instead only checking [0]. [#9896]

 - Fix Story Of Season: A Wonderful Life's graphic issue that shows stripe pattern across textures.

- Fix WaitSynchronization part of kernel svc codebase. [#9904]```


[3/8/2023 9:36 PM] gidoly
:earlyaccess: Early Access 3443
```- Add timer pointer to KThreadQueue. [#9923]```


[3/9/2023 11:43 PM] gidoly
:yuzu: Mainline 1365
```- Fix WaitSynchronization part of kernel svc codebase. [#9904]

- Improve movement from mouse through additional tweaks. [#9906]

 - Reduces choppyness and input delay that would occur while using motion from mouse option. Improves keyboard/mouse input experience on various games, such as Metroid Prime Remastered.```


[3/10/2023 10:26 PM] gidoly
:yuzu: Mainline 1366
```- Re-adjust the RDTSC frequency to its real frequency. [#9917]

 - Address several timing issues such as Super Smash Bros. Ultimate timer drift and audio delay in several games.

 - This change is confirmed to work correctly on AMD Ryzen and non-hybrid Intel CPUs. Hybrid Intel CPUs (12th gen and newer) may still have timing issues.

- Add timer pointer to KThreadQueue. [#9923]```


[3/10/2023 10:33 PM] gidoly
:earlyaccess: Early Access 3447
```- Split work queue waits and execution waits on Vulkan scheduler. [#9931]

 - Avoid extra waiting when submitting work to vulkan.```


[3/12/2023 11:32 PM] gidoly
:yuzu: Mainline 1367
```- Add accelerate dma in Open GL. [#9913]

 - Improves performance in OpenGL with various games, such as Metroid Prime Remastered.```


[3/12/2023 11:37 PM] gidoly
:earlyaccess: Early Access 3451
```- Fix vulkan device loss when draw_texture uses multi-samples texture [#9938]

 - Fixes device loss on games such as Moero Crystal H.

- Only send last vibration command to prevent crashes cause by vibration. [#9939]```


[3/13/2023 2:35 AM] gidoly
:earlyaccess: Early Access 3452
```- Split work queue waits and execution waits on Vulkan scheduler. [#9931]

 - Avoid extra waiting when submitting work to vulkan.

 - Change is now reintroduced in this version with fix that resolved regression  that would cause deadlock on Mario Kart 8 Deluxe and Xenoblade Chronicles 3.```


[3/14/2023 11:25 PM] gidoly
:yuzu: Mainline 1370
```- Only send last vibration command to prevent crashes cause by vibration. [#9939]

- Moves audio related setting to audio section. [#9941]

- Fix inline_index and draw_texture error. [#9943]

 - Fix Moero Crystal H's ui would not render correctly.```


[3/14/2023 11:30 PM] gidoly
:earlyaccess: Early Access 3457
```- Use bounded queue for GPU thread. [#9778]

 - This change appears to be safe from internal testing, however on previous merge attempt, user reported crashes on Fire Emblem Three Houses with this change. Please let us know if users start to experience instability with Fire Emblem Three Houses with this version.```


[3/15/2023 11:36 PM] gidoly
:yuzu: Mainline 1371
```- Split work queue waits and execution waits on Vulkan scheduler. [#9931]

 - Avoid extra waiting when submitting work to vulkan.```


[3/15/2023 11:42 PM] gidoly
:yuzu: Mainline 1372
```- Black list 'Dynamic State 3 Color Blend Equation' extension on Mesa RADV driver (Steam Deck GPU driver).

 - Fixes pink and green lens flare effect would appear on various games such as, Super Mario 3D World.```


[3/18/2023 2:15 AM] gidoly
:earlyaccess: Early Access 3461
```- Disable SRGB border color conversion in samplers. [#9962]

 - Fix shadow in cutscene would not render correctly on Xenoblade Chronicles 2 and Xenoblade Chronicles Definitive Edition.```


[3/22/2023 3:03 AM] gidoly
:yuzu: Mainline 1377
```- Fix controller config changes made while running the game would not save after the game closed. [#9965]```


[3/24/2023 4:38 AM] gidoly
:yuzu: Mainline 1379
```- Disable SRGB border color conversion in samplers. [#9962]

 - Fix shadow in cutscene would not render correctly on Xenoblade Chronicles 2 and Xenoblade Chronicles Definitive Edition.```


[3/25/2023 3:09 AM] gidoly
:earlyaccess: Early Access 3473
```- Make use of waitpkg instructions for power efficient sleeps. [#9982]

 - Save power by 10~20% using Intel 12th Alder Lake or newer Intel CPUs.

- Fix Vulkan scheduler chunk reserve. [#9985]

 - Fixes crash that could be caused by Vulkan scheduler.```


[3/25/2023 10:23 PM] morph_.
:yuzu: Mainline 1382 / :earlyaccess: Early Access 3476
```
- Revert boost dependency to version 1.79.0 [#9989]
  - Boost 1.81.0 was causing several graphical issues, most notably in Metroid Prime Remastered
  - Affected builds were Mainline 1381 and Early Access 3471-3475

- Pass GPU page table by reference inside TextureCache::ForEachImageInRegionGPU [#9988]
  - Previously, this parameter was passed by value, causing thousands of copies of the GPU page table to be made every second
  - This fix effectively eliminated stutters in games such as Tsukihime -A Piece of Blue Glass Moon- and may improve others
```


[3/28/2023 1:23 AM] gidoly
:earlyaccess: Early Access 3484
```- Improves audio synchronisation. [#9969]
 
  - Eliminate more audio desync in various games.```


[3/29/2023 6:40 AM] gidoly
:earlyaccess: Early Access 3486
```- Only upload GPU-modified overlaps in texture cache.
 [#10004]

 - Fix cubemap on Xenoblade games would load over bright unlike it intended to be. Notably, it fixes water texture rendering on Xenoblade Definitive Edition in areas such as Colony 9.```


[3/30/2023 1:09 AM] gidoly
:yuzu: Mainline 1387
```- Make use of waitpkg instructions for power efficient sleeps. [#9982]

 - Save power by 10~20% using Intel 12th Alder Lake or newer Intel CPUs.```


[3/31/2023 11:43 PM] gidoly
:yuzu: Mainline 1389
```- Improves audio synchronisation. [#9969]
 
  - Eliminate more audio desync in various games.

- Only upload GPU-modified overlaps in texture cache.
 [#10004]

 - Fix cubemap on Xenoblade games would load over bright unlike it intended to be. Notably, it fixes water texture rendering on Xenoblade Definitive Edition in areas such as Colony 9.```


[4/4/2023 3:53 AM] gidoly
:earlyaccess: Early Access 3498
```- Add explicit latency to sample count reporting. [#10027]

 - Fixes audio corrupting on audout games that schedule audio tightly.```


[4/5/2023 1:49 AM] gidoly
:earlyaccess: Early Access 3500
```- Fix ImageGather rounding on AMD GPUs. [#10030]

 - Workaround The Legend of Zelda: Breath of The Wild surface would cover with black lines on AMD GPUs.```


[4/5/2023 8:36 PM] gidoly
:yuzu: Mainline 1394
```- Add explicit latency to sample count reporting. [#10027]

 - Fixes audio corrupting on audout games that schedule audio tightly.```


[4/7/2023 12:29 AM] gidoly
:earlyaccess: Early Access 3501
```- Apply ImageGather rounding fix to Intel GPUs. [#10030+]

 - Fix The Legend of Zelda: Breath of The Wild surface would cover with black lines on intel GPUs, however, the game is not bootable due to broken pipeline in Intel driver.```


[4/9/2023 3:08 AM] gidoly
:earlyaccess: Early Access 3503
```- Use GetGlobalTimeNs as opposed to clock ticks. [#10027+]

 - Fixes reported audio issues with Aground, voez, Rune Factory 3 (eastern release), Crystal Chronicles Remastered caused by pr.

- Replace Extended memory layout 6GB to 8GB. [#10035]

 - Adds support for mods that requires more Dram than 4 ~ 6gb with option enabled.```


[4/9/2023 4:31 AM] gidoly
:earlyaccess: Early Access 3504
```- Implement asynchronous presentation. [#9973]

 - This PR aims to offload swapchain operations to a separate thread to avoid wait happens on scheduler and allow the backend to have multiple frames on fly.

 - May improve performance slightly on demanding scenes.```


[4/10/2023 2:28 AM] gidoly
:yuzu: Mainline 1398
```- Use GetGlobalTimeNs as opposed to clock ticks. [#10027+]

 - Fixes reported audio issues with Aground, voez, Rune Factory 3 (eastern release), Crystal Chronicles Remastered caused by pr.```


[4/10/2023 9:00 PM] gidoly
:earlyaccess: Early Access 3506
```- Fix AMD FidelityFX Super Resolution filter would not apply correctly with PR. [#9973+]```


[4/10/2023 9:03 PM] gidoly
:yuzu: Mainline 1399
```- Replace Extended memory layout 6GB to 8GB. [#10035]

 - Adds support for mods that requires more Dram than 4 ~ 6gb with option enabled.```


[4/16/2023 4:59 AM] gidoly
:yuzu: Mainline 1404
```- Fix ImageGather rounding on AMD and Intel GPUs. [#10030]

 - Workaround The Legend of Zelda: Breath of The Wild surface would cover with black lines on AMD and Intel GPUs.```


[4/20/2023 3:19 AM] gidoly
:earlyaccess: Early Access 3514
```- Return result when audio_out initialize failed. [#10056]

 - Fix IGS Classic Arcade Collection would not launch on yuzu.```


[4/21/2023 11:55 PM] gidoly
News for AMD GPU users
```The latest 23.4.2 driver appears to have resolved the crash issues, that occurred while playing games such as Metroid Prime Remastered, Pokemon Legends Arceus, and The Legend of Zelda Skyward Sword with RDNA or newer architecture.```


[4/22/2023 10:07 AM] gidoly
:earlyaccess: Early Access 3517
```- Account for a pre-added offset when using Corner sample mode for 2D blits. [#10074]

 - Fix structure such as buildings and trees, would be missing in Pokemon Scarlet/Violet when game is booted on Normal GPU Accuracy.```


[4/23/2023 3:42 AM] gidoly
:yuzu: Mainline 1408
```- Account for a pre-added offset when using Corner sample mode for 2D blits. [#10074]

 - Fix structure such as buildings and trees, would be missing in Pokemon Scarlet/Violet when game is booted on Normal GPU Accuracy.```


[4/23/2023 3:23 PM] blinkhawk
:earlyaccess: Early Access 3524
```
New Buffer Cache Revamp -

Many games that previously required High GPU accuracy to be visually accurate, now work with normal GPU accuracy

- Particle flicker in Zelda Breath of the Wild has been fixed, resulting in higher performance with accurate rendering at Normal GPU accuracy (NOTE: More Performance optimizations coming soon!!!)

- Tree Flickering in Zelda Breath of the Wild has been fixed on all GPU accuracies

- Particles & Character lighting/shading in Pokemon Sword & Shield has been fixed at Normal GPU accuracy. Performance & rendering is now better by up to 40% at Normal accuracy

- Models (BowWow for example) & particle rendering is fixed at Normal GPU accuracy in Zelda Links Awakening. Performance at Normal accuracy, with correct rendering is now up to 60% higher than before (When accurately rendered)

- Many instances of random vertex explosions, missing or broken particle effects are now fixed at normal Accuracy in Pokemon Legends Arceus

- Game save preview thumbnails now render at Normal accuracy, where previously they required high accuracy. Affected games include Zelda BOTW and Zelda Links Awakening

- Smoke and particles now render correctly at Normal GPU accuracy in Super Mario Odyssey and Super Mario 3D world + Bowsers Fury (A small performance regression here is known and being investigated)

- Lighting in Diablo 2 Resurrected has been fixed and will no longer flicker.

- Lighting & Shadows in Luigi's Mansion 3 have been fixed and will no longer randomly flicker
```


[4/23/2023 3:23 PM] blinkhawk
```
- Pokemon photo detection & post capture data in Pokemon Snap has been fixed at normal GPU accuracy. This results in up to a 50% increase to performance with working photograph detection

- Kirby and the Forgotten Land vertex explosions, lighting & particles have been fixed at Normal GPU accuracy. This results in an up to 40% performance increase, with accurate rendering at normal accuracy

- Red lights on machines in Xenoblade Chronicles 2 have been fixed.

- Fire Emblem Warriors has been accurately fixed and no longer requires a workaround.

- Monster Hunter Rise now accurately renders Normal GPU accuracy. (NOTE: Updates after 4.0.0 still have issues and require more work).

- Vertex Explosions in Persona 5 Royal no longer occur on Normal GPU accuracy. Normal Accuracy provides the best performance by up to 20%

- Atelier Ryza now renders correctly.

- Nier Automata End of Yorha edition now renders correctly.

- Bayonetta 3 no longer requires accuracy high to render correctly.

- The pessimistic flushes option is no longer needed in any of the affected games.
```


[4/23/2023 3:40 PM] blinkhawk
Disclaimer: No, this is not Project Lime, nor the end of Y.F.C. Y.F.C still has 3 features left for release. One which will be out very soon.


[4/24/2023 12:15 AM] gidoly
:earlyaccess: Early Access 3524+ ~ 3527
```- Refactor Accelerate DMA and do downloads through TC. [#10082]

 - Fixes Y.F.C regression that made Pokemon Sword would slow down in long play section.

 - Fixes Y.F.C regression that decrease performance on Hyrule warriors Age of Calamity.

- Use CNTPCT as the guest CPU tick in core timing. [#10086]

 - Reduce RDTC overhead by 50% and improve 1%~5% performance on CPU bottlenecked games.

 - Y.F.C Implement Asynchronous Fence manager and Rework Query async downloads. [#10088]

 - Optimize Normal Accuracy performance by ~50% on games such as The Legend of Zelda Breath of The Wild, Super Mario Odyssey, Xenoblade games, Kirby The Forgotten Land and more. 

 - Fix Splatoon 2's ink gimmick would not work correctly on AMD GPUs on High Accuraccy.```


[4/24/2023 10:17 AM] gidoly
:earlyaccess: Early Access 3528
```- Fix Super Smash Bros. Ultimate timer would run faster than intended due to PR #10085.

- Fix NieR Automata: The End of YoRHa Edition's graphic regression caused by PR #10088.

- Fix the graphic issue in Mario Kart 8 Deluxe that occur during 4 player races and is caused by PR #10088.```


[4/24/2023 10:18 AM] blinkhawk
Notice: OpenGL in BotW is borked. Please use Vulkan for the time being.


[4/24/2023 7:52 PM] gidoly
:earlyaccess: Early Access 3531
```- re-add async presentation PR. [#9973]

 - Improve game performance, the extent of performance gains varies based on device specifications. Weaker hardware  can experience more improvement  compared to stronger system. ```


[4/30/2023 8:03 PM] toast2903
:yuzu: Mainline 1415
```
- Skip compute pipelines on Intel proprietary drivers [#10110]
    - Workaround for an (aging) issue on Intel's driver, which causes yuzu to crash on compute pipelines.
```


[4/30/2023 8:03 PM] toast2903
:earlyaccess: Early Access 3537
```
- Prefer a simpler intrusive list implementation in kernel [#10116]
```


[4/30/2023 8:05 PM] toast2903
Also, beware that the extended memory layout option is causing issues in Pokémon Scarlet and Pokémon Violet, where Pokémon are not spawning.


[5/2/2023 3:27 AM] gidoly
:yuzu: Mainline 1416
```- Y.F.C Revamp buffer cache. [#10084]

New Buffer Cache Revamp -

Many games that previously required High GPU accuracy to be visually accurate, now work with normal GPU accuracy.

- Particle flicker in Zelda Breath of the Wild has been fixed, resulting in higher performance with accurate rendering at Normal GPU accuracy.

- Tree Flickering in Zelda Breath of the Wild has been fixed on all GPU accuracies.

- Particles & Character lighting/shading in Pokemon Sword & Shield has been fixed at Normal GPU accuracy. Performance & rendering is now better by up to 40% at Normal accuracy

- Models (BowWow for example) & particle rendering is fixed at Normal GPU accuracy in Zelda Links Awakening. Performance at Normal accuracy, with correct rendering is now up to 60% higher than before (When accurately rendered).

- Many instances of random vertex explosions, missing or broken particle effects are now fixed at normal Accuracy in Pokemon Legends Arceus.

- Game save preview thumbnails now render at Normal accuracy, where previously they required high accuracy. Affected games include Zelda BOTW and Zelda Links Awakening.

- Smoke and particles now render correctly at Normal GPU accuracy in Super Mario Odyssey and Super Mario 3D world + Bowsers Fury.

- Lighting in Diablo 2 Resurrected has been fixed and will no longer flicker.

- Lighting & Shadows in Luigi's Mansion 3 have been fixed and will no longer randomly flicker```


[5/2/2023 3:27 AM] gidoly
```- Pokemon photo detection & post capture data in Pokemon Snap has been fixed at normal GPU accuracy. This results in up to a 50% increase to performance with working photograph detection

- Kirby and the Forgotten Land vertex explosions, lighting & particles have been fixed at Normal GPU accuracy. This results in an up to 40% performance increase, with accurate rendering at normal accuracy

- Red lights on machines in Xenoblade Chronicles 2 have been fixed.

- Fire Emblem Warriors has been accurately fixed and no longer requires a workaround.

- Monster Hunter Rise now accurately renders Normal GPU accuracy. (NOTE: Updates after 4.0.0 still have issues and require more work).

- Vertex Explosions in Persona 5 Royal no longer occur on Normal GPU accuracy. Normal Accuracy provides the best performance by up to 20%

- Atelier Ryza now renders correctly.

- Nier Automata End of Yorha edition now renders correctly.

- Bayonetta 3 no longer requires accuracy high to render correctly.

- The pessimistic flushes option is no longer needed in any of the affected games.```


[5/2/2023 3:31 AM] gidoly
```- Refactor Accelerate DMA and do downloads through TC. [#10082]

 - Fixes Y.F.C regression that made Pokemon Sword would slow down in long play section.

 - Fixes Y.F.C regression that decrease performance on Hyrule warriors Age of Calamity.

- Rename extended memory layout to unsafe, move from general to system [#10124]

 - This option do not improve games performance. please disable it unless you are using mods that requires this option. it can cause issues on game such as pokemon scarlet/violet.```


[5/2/2023 3:49 AM] gidoly
:earlyaccess: Early Access 3540
```- Define sample mask as an array. [#10123]

 - Silence vulkan validation error regarding this function.

- Warn on inoperable keys when fails to decrypt mii files. [#10130]```


[5/3/2023 10:34 AM] gidoly
:earlyaccess: Early Access 3544
```- Add option to turn on/off asynchronous presentation and fixes dead lock caused by option off. [#9973+, #10151]

 - Turning the Async Presentation option on or off may improve or decrease performance and frame time depanding on the game. Users can now test games and decide whether the option should be enabled or disabled on a case-by-case basis. An option can be found in the Graphics section.

- Add options to choose the Vsync method. [#10125]

 - User can now choose Vsync mode on Graphics section, setting will show Vsync method that available on GPU driver used by systems. FIFO mode is responsible for Vsync on, FIFO Relaxed option is responsible for Vsync fast, Mailmox mode is most preferred for most smooth experience, and Immediate mode is responsible for Vsync off. Please note that Yuzu will switch to Mailbox mode when user unlocks framerate. Due to lacking mailbox mode on Intel and AMD GPUs if you unlock framerate on these GPUs it will switch to Immediate mode.

 - With Immediate mode  Super Smash Bros. Ultimate 120fps mod, which was pinned on #multi-smash-bros, will now function on both AMD and Intel GPUs.```


[5/3/2023 8:29 PM] gidoly
:yuzu: Mainline 1419
```- Add option to turn on/off asynchronous presentation and fixes dead lock caused by option off. [#9973+, #10151]

 - Turning the Async Presentation option on or off may improve or decrease performance and frame time depanding on the game. Users can now test games and decide whether the option should be enabled or disabled on a case-by-case basis. An option can be found in the Graphics section.

 - Y.F.C Implement Asynchronous Fence manager and Rework Query async downloads. [#10088]

 - Optimize Normal Accuracy performance by ~50% on games such as The Legend of Zelda Breath of The Wild, Super Mario Odyssey, Xenoblade games, Kirby The Forgotten Land and more. 

 - Fix Splatoon 2's ink gimmick would not work correctly on AMD GPUs on High Accuraccy.

- Rename extended memory layout to unsafe, move from general to system [#10124]

 - This option do not improve games performance. please disable it unless you are using mods that requires this option. it can cause issues on game such as pokemon scarlet/violet.```


[5/3/2023 8:41 PM] gidoly
:earlyaccess: Early Access 3546
```- Wait for the terminate event before destroying a system instance in the core timing. [#10128]

 - Fix crash that happened in Ghost Runner.

- Implements missing ASTC texture format. [#10142]

 - Fix graphic issues caused by missing ASTC texture format.```


[5/4/2023 7:10 PM] blinkhawk
:earlyaccess: Early Access 3552-3554:
```
Introduces Y.F.C. Reactive Flushing as an option.

it fixes:
- The shadows in Bayonetta 2's older regressions.
- Thumbnails for Xenoblade DE.
- The lighting in Xenoblade games.
- Enhances performance for games that heavily rely on buffers, such as Monster Hunter Rise.
- Thumbnails and in-game photos in various games, including camera photos in Astral Chain and partially in Luigi's Mansion 3's thumbnails.
- Reduces further Pokemon Violet/Scarlet's vertex explosions.
- Enable high accuracy to fully utilize async buffers in Vulkan, resulting in improved performance specifically in this mode.

Additionally, fixed some potential deadlocks caused by recent changes to the memory manager.
```


[5/4/2023 7:11 PM] blinkhawk
NOTE: After this, there's only one Y.F.C. feature remaining in the future before closing the project.


[5/4/2023 9:02 PM] gidoly
:yuzu: Mainline 1420
```- Implements missing ASTC texture format. [#10142]

 - Fix graphic issues caused by missing ASTC texture format.

- Fix possible deadlock caused by race condition on between cpu, nvservices and texture cache. [#10153]

- Removes pessimistic buffer flushing option as it is no longer neeeded.  [#10154]```


[5/5/2023 9:12 PM] gidoly
:earlyaccess: Early Access 3558
```- Update Dynarmic to 6.4.7. [#10165]
 
 - Improves memory usage on Windows.```


[5/5/2023 9:23 PM] gidoly
:yuzu: Mainline 1421
```- Wait for the terminate event before destroying a system instance in the core timing. [#10128]

 - Fix crash in Ghost Runner.```


[5/7/2023 2:47 AM] gidoly
:earlyaccess: Early Access 3560
```- Fix read access violation in long gameplay section. [#10178]

 - Fixes crashes that could occur during long gameplay in games, such as Pokémon Mystery Dungeon: Rescue Team DX and Advance Wars 1+2: Re-Boot Camp.```


[5/7/2023 11:38 PM] gidoly
:earlyaccess: Early Access 3567
```- Allow Fermi blit accelerate to work without images in cache. [#10132]

 - Fixes slowdown would occur when Fermi blit has called a lot, fix slow down on super flowst menus.```


[5/7/2023 11:57 PM] gidoly
:yuzu: Mainline 1423
```- Add options to choose the Vsync method. [#10125]

 - User can now choose Vsync mode on Graphics section, setting will show Vsync method that available on GPU driver used by systems. FIFO mode is responsible for Vsync on, FIFO Relaxed option is responsible for Vsync fast, Mailbox mode is most preferred for most smooth experience, and Immediate mode is responsible for Vsync off. Please note that Yuzu will switch to Mailbox mode when user unlocks framerate. Due to lacking mailbox mode on Intel and AMD GPUs if you unlock framerate on these GPUs it will switch to Immediate mode.

 - With Immediate mode  Super Smash Bros. Ultimate 120fps mod, which was pinned on #multi-smash-bros, will now function on both AMD and Intel GPUs.

- Add motion preview to controller input [#10167]

 - Added small 3D cube on controller configuration UI to verify that motion has been set up correctly.

- Add property to invert an axis button [#10171]

 - Adds more configuration options to buttons with analog input.

- Allows to map motion control on button. [#10174]

- Fix read access violation in long gameplay section. [#10178]

 - Fixes crashes that could occur during long gameplay in games, such as Pokémon Mystery Dungeon: Rescue Team DX and Advance Wars 1+2: Re-Boot Camp.```


[5/8/2023 1:42 AM] gidoly
:earlyaccess: Early Access 3568
```- Add an option to enable compute pipelines for Intel proprietary. [#10181]

 - We disabled the intel compute pipeline with PR #10110 to resolve the crashes that occured during the boot of various games. However doing this appears to cause rendering issues in games like Pokemon Brilliant Diamond/Shining Pearl and Super Smash Bros. Ultimate. Since the intel Driver remain broken, we have added an option to enable the compute pipeline for games that require it to render properly. The option is only visible in per-game config.

- Improve layer fs mod loading speed. [#10183]

 - Greatly improved romfs mod loading speed in general. We have measure the rom fs loading speed in Fire Emblem Engage and Animal crossing, both of which are known to have an enormous amount of files in it. Fire Emblem Engage's single mod loading time has been reduced from 150 second to just 3 second, while Animal Crossing's 8 mod loading time has been reduced from 267 second to 10 second.```


[5/8/2023 8:21 PM] gidoly
:earlyaccess: Early Access 3571
```- Improves HD rumble with SDL driver by change the amplitude of the rumble based upon the frequency. [#10119]```


[5/8/2023 8:36 PM] gidoly
:yuzu: Mainline 1424
```- Reintroduces Y.F.C. Reactive Flushing as an option. [#10155]
 - It fixes various issues, such as
  - Bayonetta 2's shadow would not render correctly.
  - Save data Thumbnails for Xenoblade Definitive Edition and Xenoblade Chronicles 3.
  - The lighting in Xenoblade games in place such as Frontier Village from  Xenoblade Definitive Edition and Tora's house from Xenoblade Chronicles 2.
  - Enhances performance for games that heavily rely on buffers, such as Monster Hunter Rise.
  - Thumbnails and in-game photos from various games, including camera photos in Astral Chain and partially from Luigi's Mansion 3's thumbnails.
  - Reduces the occurrence of vertex explosions in Pokemon Violet/Scarlet.
  - Enable high accuracy to fully utilize async buffers in Vulkan, resulting in improved performance specifically in this mode.
 - Additionally, fixed some potential deadlocks caused by recent changes to the memory manager.```


[5/9/2023 7:12 PM] gidoly
:earlyaccess: Early Access 3575
```- Fix 3D ASTC texture rendering. [##10206]

 - Fix Donkey Kong Country Tropical Freeze's 3-3 sand storm level would not render correctly.```


[5/10/2023 3:23 AM] gidoly
:yuzu: Mainline 1425
```- Add an option to enable compute pipelines for Intel proprietary. [#10181]

 - We disabled the intel compute pipeline with PR #10110 to resolve the crashes that occured during the boot of various games. However doing this appears to cause rendering issues in games like Pokemon Brilliant Diamond/Shining Pearl and Super Smash Bros. Ultimate. Since the intel Driver remain broken, we have added an option to enable the compute pipeline for games that require it to render properly. The option is only visible in per-game config.

- Improve layer fs mod loading speed. [#10183]

 - Greatly improved romfs mod loading speed in general. We have measure the rom fs loading speed in Fire Emblem Engage and Animal crossing, both of which are known to have an enormous amount of files in it. Fire Emblem Engage's single mod loading time has been reduced from 150 second to just 3 second, while Animal Crossing's 8 mod loading time has been reduced from 267 second to 10 second.

- Add option to calibrate option. [#10203]

 - User can now calabrate motion until drift disappear. Option is visible when right click on motion key mapping section.

- Fix 3D ASTC texture rendering. [##10206]

 - Fix Donkey Kong Country Tropical Freeze's 3-3 sand storm level would not render correctly.```


[5/11/2023 3:50 AM] gidoly
:earlyaccess: Early Access 3578
``` - separate guest and host compute descriptor queues in vulkan. [#10222]

 - Fixes potential crash that would occur with games like Xenoblade, LM3, Astral Chain, Bayonetta 3 games.```


[5/11/2023 3:51 AM] gidoly
:yuzu:  Mainline 1426
```- Improves HD rumble with SDL driver by change the amplitude of the rumble based upon the frequency. [#10119]```


[5/11/2023 11:36 PM] gidoly
:yuzu: Mainline 1427
```- Add option to load amiibo with random id in controller > advance. [#10207]

 - This option allows user to load same amiibo multiple times in games, such as The Legend of Zelda Breath of the wild/Tears of The Kingdom.```


[5/11/2023 11:41 PM] gidoly
:earlyaccess: Early Access 3582/:yuzu: Mainline 1428
```- Fix DSP would run half speed on games, such as Kirby Star Allies and Super Mario Odyssey. [#10221]

- Fix Tears of the Kingdom flickering clouds and depths geometry. [#10234]

- Fix Parcel serialization in nvnflinger. [#10236]

- Stub cache storage file system service. [#10237]

 - With these 2 changes The Legend of Zelda Tears of The Kingdom is now bootable on yuzu.```


[5/12/2023 3:06 AM] gidoly
:earlyaccess: Early Access 3583
```- Correctly track render target index in the framebuffer for image aspects. [#10243]

 - Fixed red dot would appearing on the right side of the screen and graphical corruption on handheld mode in The Legend of Zelda Tears of The Kingdom.

- Implement Continuous Adjustment Time Point service. [#10244]

 - Fix timestamp for  The Legend of Zelda Tears of The Kingdom save slots.```Note: Tomorrow mainline will have  these fixes included.


[5/12/2023 3:01 PM] morph_.
:earlyaccess: Early Access 3584
```
- Reorder the syncing of overlaps in texture cache. [#10249]

 - Fixes shadow flickering in Tears of the Kingdom when throwing items and using bows.
```


[5/12/2023 8:34 PM] gidoly
:yuzu: Mainline 1429
```- Correctly track render target index in the framebuffer for image aspects. [#10243]

 - Fixed red dot would appearing on the right side of the screen and graphical corruption on handheld mode in The Legend of Zelda Tears of The Kingdom.

- Implement Continuous Adjustment Time Point service. [#10244]```


[5/12/2023 10:18 PM] blinkhawk
:earlyaccess:  Early Access 3585:
```
- Eliminated a massive log spam that was causing performance dips in Zelda TotK while in the depths
```


[5/13/2023 5:50 AM] gidoly
:earlyaccess: Early Access 3588
```- Add missing h264 video header required for several games. [#10254]

 - Fixed Layton's Mysterious Journey: Katrielle and the Millionaire's Conspiracy pre render cutscene was not render.```


[5/13/2023 9:20 PM] gidoly
:yuzu: Mainline 1430
```- Reorder the syncing of overlaps and remove some left overs from the buffer cache. [#10249]
  
 - Fix flickering while aiming bow in Legend of Zelda Tears of The Kingdom.```


[5/13/2023 9:27 PM] gidoly
:yuzu: Mainline 1431
```- Disable depth clamp dynamic state for older radv driver. [#10262]

 - Fixes vertex explosion that would occur on Legend of Zelda Tears of The Kingdom in radv driver.```


[5/14/2023 10:35 AM] gidoly
:earlyaccess: Early Access 3589
```- Relax amiibo scanning frequency to reduce stuttering during when scanning amiibo. [#10265]

- Fix incompatible property flags in vulkan memory manager. [#10286]

 - Fix instability of low vram (2gb ~ 4gb) GPUs in games like Legend of Zelda Tears of The Kingdom, Astral Chain, Xenoblade Chronicles 2. With this change these games should be playable on low vram GPUs with x0.5 ~ x1 scailing.

- Reserve extra memory to prevent swaps. [#10288]

 - Fix the performance drop that used to occur after the memory was cleaned in games like Legend of Zelda Tears of The Kingdom, Xenoblade Chronicles 2```


[5/14/2023 10:12 PM] gidoly
:yuzu: Mainline 1433
```- Fix incompatible property flags in vulkan memory manager. [#10286]

 - Fix instability of low vram (2gb ~ 4gb) GPUs in games like Legend of Zelda Tears of The Kingdom, Astral Chain, Xenoblade Chronicles 2. With this change these games should be playable on low vram GPUs with x0.5 ~ x1 scailing.

- Reserve extra memory to prevent swaps. [#10288]

 - Fix the performance drop that used to occur after the memory was cleaned in games like Legend of Zelda Tears of The Kingdom, Xenoblade Chronicles 2```


[5/15/2023 2:39 AM] gidoly
:earlyaccess: Early Access 3591
```- Rework GC to be based on available card memory. [#10302]

 - Add an experimental fix for the vram and commit memory usage. Games such as  Legend of Zelda Tears of The Kingdom, Astral Chain, Bayonetta 3, Xenoblade Chronicle games should no longer use all of vram available. It also resolve slowdown further on these games which happened during clean vram.```


[5/17/2023 12:55 AM] gidoly
:yuzu: Mainline 1436
```- Add missing h264 video header required for several games. [#10254]

 - Fixed Layton's Mysterious Journey: Katrielle and the Millionaire's Conspiracy pre render cutscene was not render.

- Relax amiibo scanning frequency to reduce stuttering during when scanning amiibo. [#10265]```


[5/17/2023 11:14 AM] gidoly
:earlyaccess: Early Access 3594
```- Fix amiibo detection for Pro Controller. [#10344]

 - Allow amiibo to be loaded using the Pro Controller in the same way as a console.

 - Note that this feature requires the 'Enable direct Pro Controller driver' option to be enabled in Configure --> Controls --> Advance.```


[5/19/2023 11:55 PM] gidoly
:yuzu: Mainline 1439
```- Fix amiibo detection for Pro Controller. [#10344]

 - Allow amiibo to be loaded using the Pro Controller in the same way as a console.

 - Note that this feature requires the 'Enable direct Pro Controller driver' option to be enabled in Configure --> Controls --> Advance.```


[5/21/2023 7:49 AM] gidoly
:earlyaccess: Early Access 3600
```- Move fence wait on separate thread. [#10388]

 - Slightly improved performance in games. Results may vary depending on system specs. For reference we have measured ~5% of performance improvement on high-end system.```


[5/21/2023 9:26 PM] gidoly
:earlyaccess: Early Access 3601
```- Add ASTC recompression and tune garbage collection [#10398]

 
  - Adds a new setting to recompress ASTC textures, currently supporting BC1 and BC3 formats (Found in Graphics > Advanced Graphics). 

   - BC1 provides lower quality textures, but saves 8X more memory than Uncompressed. BC1 is the recommended format for 2GB and AMD igpu users. (In internal tests, a GTX 750 2GB was able to achieve playable speeds in The Legend of Zelda: Tears of the Kingdom with 0.5 scaling and BC1 recompression).

   - BC3 provide medium quality textures, while saving 4x more memory than Uncompressed. This option doesn't produce a significant downgrade of texture quality compared to BC1, and is the recommended option for 4gb ~ 8gb users.

 
 - Texture and buffer cache memory usage and garbage collection have been tuned to be more accommodating for ASTC transcoding on systems with less VRAM. This also adds a usage cap based on the resolution scale for cards with very large amounts of memory, which should help prevent slowdowns when memory fills up and menu stuttering on Legend of Zelda: Tears of the Kingdom. (Garbage collection removes textures/buffers from memory which are no longer in use, reducing memory/VRAM usage.)

 
 - The above changes apply to all games that use ASTC textures, including Astral Chain, Bayonetta 3, Metroid Prime Remastered, Fire Emblem Engage and The Legend of Zelda Tears of the Kingdom. Note that Bayonetta 3, Metroid Prime Remastered, Fire Emblem Engage will look very bad with BC1 recompression.```


[5/22/2023 6:55 AM] gidoly
:earlyaccess: Early Access 3602
```- Add support for writing amiibo data with Pro Controller and Joy Con. [#10396]

 
 - Users can write data to amiibo using the NFC tag on the Switch controllers. For example, users can train amiibo on Super Smash Bros. Ultimate and register growth in amiibo.


- Add barrier attachment feedback loops in Vulkan. [#10402]


 - Fixes checkboard texture flickering in several games. For example, terrain Z fighting in The Legend of Zelda Breath of the Wild, The Legend of Zelda Tears of the Kingdom and Xenoblade Chronicles 3. The flicker of the Ultrahand light projection in The Legend of Zelda Tears of the Kingdom has also been fixed.```


[5/22/2023 9:35 PM] gidoly
:earlyaccess: Early Access 3604
```- Tweaked garbage collector to be more aggressive in favour of steam deck. [#10398+]


- Automatically detect system timezone. [#10397]


 - Yuzu now automatically sets the system timezone based on the desktop operating system  clock.


- Limit device access memory for integrated devices to 4 GB. [#10411]


 - Prevent vram usage from filling up in integrated devices like steam deck.```


[5/23/2023 12:44 AM] gidoly
:earlyaccess: Early Access 3605
```- Add a 5ms timeout to the DSP processing wait. [#10221]
 
 - Fix audio slowdown in games. For example, audio slowdown that would occur while capturing an electric wire in Super Mario Odyssey.```


[5/23/2023 9:13 PM] gidoly
:earlyaccess: Early Access 3606
```- Remove auditing calls in k_memory_block_manager.  [#10417]


 - Improves average performance in The Legend of Zelda: Tears of the Kingdom. Reported to help Steam Deck users, but results may vary between systems.```


[5/23/2023 9:17 PM] gidoly
:yuzu: Mainline 1441
```- Add barrier attachment feedback loops in Vulkan. [#10402]


 - Fixes checkboard texture flickering in several games. For example, terrain Z fighting in The Legend of Zelda Breath of the Wild, The Legend of Zelda Tears of the Kingdom and Xenoblade Chronicles 3. The flicker of the Ultrahand light projection in The Legend of Zelda Tears of the Kingdom has also been fixed.```


[5/24/2023 4:32 AM] gidoly
:earlyaccess: Early Access 3607
```- Process aliases and overlaps in the correct order in texture cache. [#10418]

 - Eliminates shadow flicker that can occur when aiming bow or throwing items in The Legend of Zelda: Tears of the Kingdom```


[5/24/2023 10:11 AM] gidoly
:earlyaccess: Early Access 3608
```- Enable VK_KHR_push_descriptor on newer ANV. [#10414]

 - Removes workaround as no longer needed on lastest driver.

- Fix block depth adjustment on slices. [#10433]

 - On all systems, including low-vram devices, fixes malice rendering issue commonly known as the gloom issue in The Legend of Zelda Tears of the Kingdom.```


[5/24/2023 7:56 PM] gidoly
:earlyaccess: Early Access 3609
```-  Revert wrong acceleration assumption in texture cache. [#10435]


 - Fix visual regression in Unreal Engine games on AMD GPUs.```


[5/24/2023 8:14 PM] gidoly
:yuzu: Mainline 1442
```- Move fence wait on separate thread. [#10388]


 - Slightly improved performance in games. Results may vary depending on system specs. For reference we have measured ~5% of performance improvement on high-end system.


- Add ASTC recompression option. [#10398]

 
  - Adds a new setting to recompress ASTC textures, currently supporting BC1 and BC3 formats (Found in Graphics > Advanced Graphics). 


   - BC1 provides lower quality textures, but saves 8X more memory than Uncompressed. BC1 is the recommended format for 2GB and AMD igpu users. (In internal tests, a GTX 750 2GB was able to achieve playable speeds in The Legend of Zelda: Tears of the Kingdom with 0.5 scaling and BC1 recompression). Note that Bayonetta 3, Metroid Prime Remastered, Fire Emblem Engage will look very bad with BC1 recompression.


   - BC3 provide medium quality textures, while saving 4x more memory than Uncompressed. This option doesn't produce a significant downgrade of texture quality compared to BC1, and is the recommended option for 4gb ~ 8gb users.


- Limit device access memory for integrated devices to 4 GB. [#10411]


 - Prevent VRAM usage from filling up in integrated devices like steam deck.


- Remove auditing calls in k_memory_block_manager.  [#10417]


 - Improves average performance in The Legend of Zelda: Tears of the Kingdom. Reported to help Steam Deck users, but results may vary between systems.```


[5/24/2023 8:14 PM] gidoly
```- Tune garbage collector aggressiveness.  [#10422]


 - Texture and buffer cache memory usage and garbage collection have been tuned to be more accommodating for ASTC transcoding on systems with less VRAM. This also adds a usage cap based on the resolution scale for cards with very large amounts of memory, which should help prevent slowdowns when memory fills up and menu stuttering on Legend of Zelda: Tears of the Kingdom. It also help other games that uses lot of VRAM in general, such as Astral chain, Bayonetta 3, Xenoblade Chronicles games, Fast RMX. (Garbage collection removes textures/buffers from memory which are no longer in use, reducing memory/VRAM usage.)```


[5/24/2023 10:26 PM] gidoly
:earlyaccess: Early Access 3610
```- Lower device memory limits again. [#10443]


 - Resolve device loss crashes caused by pr #10422 in  Legend of Zelda: Tears of the Kingdom.```


[5/25/2023 11:32 AM] gidoly
:earlyaccess: Early Access 3611
```-  Add context menu for status bar settings. [#10352]

 - Toggle settings on status bar can directly selected from list that pops up when right click it. Avoid effort to cycle the option.```


[5/25/2023 11:33 AM] gidoly
:yuzu: Mainline 1443
```- Lower device memory limits again. [#10443]


 - Resolve device loss crashes caused by pr #10422 in  Legend of Zelda: Tears of the Kingdom.```


[5/25/2023 8:08 PM] gidoly
:yuzu: Mainline 1444
```- Add a 5ms timeout to the DSP processing wait. [#10221]
 

 - Fix audio slowdown in games. For example, audio slowdown that would occur while capturing an electric wire in Super Mario Odyssey.


- Remove encryption key requirement for Amiibo. [#10415]


 - Amiibo can be used without key file dumped in most scenes. Note that the key file is still required to write data to amiibo.


-  Revert wrong acceleration assumption in texture cache. [#10435]


 - Fix visual regression in Unreal Engine games on AMD GPUs.


- Fix block depth adjustment on slices. [#10433]


 - Fix the core cause of the gloom issue that would occur on The Legend of Zelda Tears of the Kingdom. Gloom rendering has been fixed for all system condition.```


[5/25/2023 8:21 PM] gidoly
:yuzu: Mainline 1445
```- Add short "-u" option for yuzu_cmd. [#10450]


- Don't garbage collect during configuration. [#10452]


 - Fixes device loss issues that reported on various systems in The Legend of Zelda: Tears of the Kingdom. Additionally this pr also supersedes PR #10443 which was intended to fix the device loss issue but caused menu stuttering on GPUs with 2~4 GB of VRAM.```


[5/26/2023 6:23 AM] gidoly
:earlyaccess: Early Access 3614
```- Fixes The Legend of Zelda: Tears of the Kingdom would not launch in certain timezones set with PR. [#10397+]

- Fix copy paste error in shader recompiler. [#10459]

 - Fixes a crack that could appear in the floor of the depths when viewed from a distance in The Legend of Zelda: Tears of the Kingdom.```


[5/26/2023 11:00 AM] gidoly
:yuzu: Mainline 1446
```- Add support for writing amiibo data with Pro Controller and Joy Con. [#10396]

 
 - Users can write data to amiibo using the NFC tag on the Switch controllers. For example, users can train amiibo on Super Smash Bros. Ultimate and register growth in amiibo.


- Process aliases and overlaps in the correct order in texture cache. [#10418]


 - Eliminates shadow flicker that can occur when aiming bow or throwing items in The Legend of Zelda: Tears of the Kingdom```


[5/26/2023 8:55 PM] gidoly
:earlyaccess: Early Access 3615
```- Add support for deinterlaced video playback. [#10283]


 - Improves video playback performance in LAYTON’S MYSTERY JOURNEY: Katrielle and the Millionaires’ Conspiracy - Deluxe Edition.```


[5/27/2023 1:06 AM] gidoly
:earlyaccess: Early Access 3617
```- Fix time complexity of reading in vfs_concat. [#10463]

 - Improves in-game load times in The Legend of Zelda: Tears of the Kingdom and Fire Emblem Engage with romfs mods enabled.

 - Improves performance by ~6% in the demanding areas such as late game lookout base and volcano areas of depth in The Legend of Zelda: Tears of the Kingdom and reduces slowdowns.```


[5/27/2023 8:40 PM] gidoly
:earlyaccess: Early Access 3618
```- Move buffer binding to per-channel state. [#10469]


 - Improve main menu rendering in Dokapon Kingdom Connect.```


[5/27/2023 8:47 PM] gidoly
:yuzu: Mainline 1448
```- Enable VK_KHR_push_descriptor on newer ANV. [#10414]


 - Removes workaround as no longer needed. 


- Fix copy paste error in shader recompiler. [#10459]


 - Fixes a crack that could appear in the floor of the depths when viewed from a distance in The Legend of Zelda: Tears of the Kingdom.```


[5/28/2023 10:42 PM] gidoly
:yuzu: Mainline 1450
```- Add support for deinterlaced video playback. [#10283]


 - Improves video playback performance in LAYTON’S MYSTERY JOURNEY: Katrielle and the Millionaires’ Conspiracy - Deluxe Edition.


- Fix time complexity of reading in vfs_concat. [#10463]


 - Improves in-game load times in The Legend of Zelda: Tears of the Kingdom and Fire Emblem Engage with romfs mods enabled.


 - Improves performance by ~6% in the demanding areas such as late game lookout base and volcano areas of depth in The Legend of Zelda: Tears of the Kingdom and reduces slowdowns.```


[5/28/2023 11:14 PM] gidoly
:earlyaccess: Early Access 3621
```- Add menu item to remove cache storage. [#10464]


  - We have identified missing weapon menu image in The Legend of Zelda: Tears of the Kingdom caused by the Asynchronous Shader Building option. However the game saves the weapon image in cache storage as soon as you pick up weapon or fuse the weapon. This cause to save broken output of the image when asynchronous shader enabled and remain broken until you pick up again. To fix this issue we have added an item to reset the cache storage in the remove items section that appear when you right click on the game in the game list. With asynchronous shader disabled and using this item, the weapon image should display correctly without clearing the shader.


- Wait indefinitely when audio buffer queue is too big. [#10471]


 - Fixes audio desync and crackling that could occur in game such as The Legend of Zelda: Tears of the Kingdom.


-  Make use of persistent buffer maps in Open GL buffer cache. [#10476]


 - Improves Open GL performance by ~ 50% in games such as The Legend of Zelda: Tears of the Kingdom and Pokémon Scarlet/Violet.```


[5/31/2023 11:14 PM] gidoly
:yuzu: Mainline 1453
```- Move buffer binding to per-channel state. [#10469]


 - Improve main menu rendering in Dokapon Kingdom Connect.```


[6/1/2023 7:21 AM] gidoly
:andydab: Early Access/Mainline af3fd5854.ver  2023/06/01
```- Adds a new option to import and export saves.
- Fixes virtual Amiibos.
- Fixes various crashes.
- Various improvements to the UI.```


[6/2/2023 1:10 AM] gidoly
:yuzu: Mainline 1455
```-  Add context menu for status bar settings. [#10352]


 - Toggle settings on status bar can directly selected from list that pops up when right click it. Avoid effort to cycle the option.


- Disable gamelist in background while running games. [#10482]


 - Fix softlock that occurred when double-clicking game in gamelist to start game.```


[6/2/2023 7:33 AM] gidoly
:andydab: Early Access/Mainline 67eac44f6.ver 2023/06/02
```- Fixes screen layout on tablets, foldables & Samsung Dex.
- Fixes reverse landscape mode.
- Fixes crashes when pausing & entering settings during gameplay.
- Fixes crashes when attempting to load malformed drivers.
- Adds input overlay scaling & opacity settings.
- Adds auto resize for the input overlay on window changes.
 - Overlay needs to be reset with this change.
- Improves various UI text & adds new error messages.
- Includes the latest changes from upstream yuzu.```


[6/3/2023 2:41 AM] gidoly
:earlyaccess: Early Access 3631
```- Make critical reclamation less eager and make it possible in more cases in the  caches. [#10529]

 - Handle VRAM more efficiently, allowing better VRAM usage in general.

 - Reduce menu stuttering in Legend of Zelda: Tears of the Kingdom on lower-end hardware when using texture recompression.

- Merge adjacent placeholder mappings on Linux. [#10550]

 - Improves stability on Linux setup by reducing memory usage. May fix crashes and slowdowns that occur on Linux setup.```


[6/3/2023 9:02 PM] gidoly
:earlyaccess: Early Access 3635
```- Revert PR 10529 as it causes problem on low vram devices.

- Fix incorrect check in Buffer<->Texture copies. [#10583]

 - Improves performance slightly in games such as Astral Chain, Super Mario Galaxy, Metroid Prime Remastered.

- Add vfs_cached for romfs build. [#10588]

 - Improve game loading time for games like Animal Crossing: New Horizons, Fire Emblem Engage, and Legend of Zelda: Tears of the Kingdom.```


[6/4/2023 11:48 PM] gidoly
:earlyaccess: Early Access 3638
```- Allow to display localized game icon in game list. [#10591]```


[6/4/2023 11:49 PM] gidoly
:yuzu: Mainline 1458
```- Merge adjacent placeholder mappings on Linux. [#10550]

 - Improves stability on Linux setup by reducing memory usage. May fix crashes and slowdowns that occur on Linux setup.

- Add vfs_cached for romfs build. [#10588]

 - Improve game loading time for games like Animal Crossing: New Horizons, Fire Emblem Engage, and Legend of Zelda: Tears of the Kingdom.```


[6/7/2023 11:21 PM] gidoly
:earlyaccess: Early Access 3646
```- Add amiibo backup process support. [#10623]

 - Firstly, this PR allows users to create a backup for their amiibo as a .bin file format in %appdata%/amiibo/backup when they have tagged physical amiibo with pro con or joy con. This file can be loaded into yuzu as well as used in other programs that can read amiibo files.

 - Secondly, this PR will restore your corrupted amiibo tag with a previously created valid amiibo backup when user tagged corrupted amiibo with pro con and joy con.```


[6/8/2023 10:16 PM] gidoly
:yuzu: Mainline 1462
```-  Make use of persistent buffer maps in Open GL buffer cache. [#10476]

 - Improves Open GL performance by ~ 50% in games such as The Legend of Zelda: Tears of the Kingdom and Pokémon Scarlet/Violet.

- Fix incorrect check in Buffer<->Texture copies. [#10583]

 - Improves performance slightly in games such as Astral Chain, Super Mario Galaxy, Metroid Prime Remastered.

- Allow to display localized game icon in game list. [#10591]

- Make VK_EXT_robustness2 optional. [#10635]

 - Allows Vulkan to work on TX1/TX2 L4T drivers.```


[6/8/2023 10:53 PM] gidoly
:earlyaccess: Early Access 3651
```- Implement missing time zone data/computations. [#10603]

 - Fixes bugs that were present with timezone implemention and adds missing code that required.

- Add OpenGL shader backend info in status bar. [#10614]

- Add "Sync to framerate of video playback" option to lock video playback framerate. [#10666]

 - This option allows video playback to be locked to the original intended framerate when the user unlocks fps or uses dynamic fps mods. Resolves pre-rendered cutscenes in The Legend of Zelda: Breath of the Wild/Tears of the Kingdom would speed up when unlocking fps and using dynamic FPS mods. Option can be found in Configure --> Graphics --> Advance.

- Combine vertex/transform feedback buffer binding into a single call. [#10668]

 - Increase performance by ~8% in games such as Super Mario Odyssey, The Legend of Zelda: Breath of the Wild/Tears of the Kingdom and possibly other games.

- Use higher bit depth for FXAA. [#10670]

 - Fix color bending that would occur with FXAA filter.```


[6/9/2023 4:01 AM] gidoly
:earlyaccess: Early Access 3652
```-  Adjust rescale thresholds and refactor constant use. [#10675]

 - Fix Ambient Occlusion would break in Legend of Zelda: Tears of the Kingdom when resolution is scaled with the 1080p mod applied.```


[6/9/2023 9:09 PM] gidoly
:yuzu: Mainline 1463
```- Add amiibo backup process support. [#10623]

 - Firstly, this PR allows users to create a backup for their amiibo as a .bin file format in %appdata%/amiibo/backup when they have tagged physical amiibo with pro con or joy con. This file can be loaded into yuzu as well as used in other programs that can read amiibo files.

 - Secondly, this PR will restore your corrupted amiibo tag with a previously created valid amiibo backup when user tagged corrupted amiibo with pro con and joy con.

- Add "Sync to framerate of video playback" option to lock video playback framerate. [#10666]

 - This option allows video playback to be locked to the original intended framerate when the user unlocks fps and unlocks with dynamic fps mods. Resolves pre-rendered cutscenes in The Legend of Zelda: Breath of the Wild/Tears of the Kingdom would speed up when unlocking fps and unlock fps while using dynamic FPS mods. Option can be found in Configure --> Graphics --> Advance.```


[6/10/2023 10:19 PM] gidoly
:yuzu: Mainline 1464
```- Implement missing time zone data/computations. [#10603]

 - Fixes bugs that were present with timezone implemention and adds missing code that required.

- Add OpenGL shader backend info in status bar. [#10614]```


[6/10/2023 10:31 PM] gidoly
:earlyaccess: Early Access 3657
```- Translate f64 to f32 when unsupported on host. [#10693]

- Remove barriers in conditional control flow on recent intel GPUs.  [#10699]

 - Both PR solves device loss that would occur in The Legend of Zelda: Tears of the Kingdom with Intel GPUs.```


[6/11/2023 10:20 PM] gidoly
:yuzu: Mainline 1465
```- Use higher bit depth for FXAA. [#10670]

 - Fix color banding that would occur with FXAA filter.```


[6/12/2023 9:37 PM] gidoly
:yuzu: Mainline 1466
```- Combine vertex/transform feedback buffer binding into a single call. [#10668]

 - Increase performance by ~8% in games such as Super Mario Odyssey, The Legend of Zelda: Breath of the Wild/Tears of the Kingdom and possibly other games.

- Use larger buffer for update install. [#10718]

 -  Reduce the time that would take to install the update by 1/2 on Windows. On Linux we have measured 1/3 due to its faster file system compare to Windows.```


[6/12/2023 9:40 PM] gidoly
:yuzu: Mainline 1467
```- Translate f64 to f32 when unsupported on host. [#10693]

- Remove barriers in conditional control flow on recent intel GPUs.  [#10699]

 - Both PR solves device loss that would occur in The Legend of Zelda: Tears of the Kingdom with Intel GPUs.

 - To take adventage of this change, users should install the lastest driver from https://www.intel.com/content/www/us/en/download/729157/intel-arc-iris-xe-graphics-beta-windows.html```


[6/12/2023 11:48 PM] gidoly
:earlyaccess: Early Access 3663
```- Remove memory allocations in some hot paths. [#10457]

 - Fix Forager would crash when starting a new game and saving.

- Improve accuracy of NFC services. [#10731]

 - Fix bug in the Skylanders - Imaginators where file was recongnised as different toy.```


[6/13/2023 11:35 PM] gidoly
:yuzu: Mainline 1468
```-  Adjust rescale thresholds and refactor constant use. [#10675]

 - Fix Ambient Occlusion would break in Legend of Zelda: Tears of the Kingdom when resolution is scaled with the 1080p mod applied.```


[6/13/2023 11:48 PM] gidoly
:earlyaccess: Early Access 3673
```- Re-enable SDL's CPUinfo subsystem. [#10739]

 - Fix SDL 2 audio backend would produce broken audio output through jack on Linux OS.

- Add option to apply anisotropic filtering for all mipmap modes. [#10744]

 - This option improves anisotropic filter quality on several games, such as Metroid Prime Remastered, The Legend of Zelda: Breath of the Wild/Tears of the Kingdom. Option can be found in Configure --> Graphics --> Advanced.

 - Option may produce artifact in several games such as Fire Emblem: Three Houses, Xenoblade Chronicles games, Astral Chain, NieR:Automata The End of YoRHa Edition, Bayonetta 3.```


[6/15/2023 3:26 AM] gidoly
:earlyaccess: Early Access 3675~3678
```- Add file LRU cache for open file limits. [#10729]

 - Fixed yuzu failing to load romfs mods containing more than 8192 files on Windows OS.

- Add fix for "Apply Anisotropic for all mipmap modes" option. [#10744+]

 - Fix broken skybox in Fire Emblem Three Houses with option enabled.

 - Fix broken cloud rendering in Xenoblade Chronicles game with option enabled.

 - Anisotropic Fix mod for The Legend of Zelda: Breath of the Wild/Tears of the Kingdom no longer required.

- Propagate conditional barrier support. [#10775]

 - Fix z fighting regression visible at distance while gliding in The Legend of Zelda: Tears of the Kingdom.```


[6/15/2023 11:23 PM] gidoly
:yuzu: Mainline 1470
```- Add file LRU cache for open file limits. [#10729]

 - Fixed yuzu failing to load romfs mods containing more than 8192 files on Windows OS.```


[6/16/2023 3:29 AM] gidoly
:earlyaccess: Early Access 3680
```-  Preallocate fewer IR blocks. [#10783]

 - Reduce memory usage by 500mb per 8 thread.

Note current EA has pr that causing device loss on Nvidia GPUs when anisotropic filter enabled in several games. If you experiancing issue please stick to Mainline or previous EA.```


[6/16/2023 4:35 AM] gidoly
:earlyaccess: Early Access 3682
```- Add option to skip barriers on feedback loops. [#10777]

 - Disabling this may fix crash regression that happened after Ultra hand projection fix on some systems. If you are not experiencing crashes keep it on. Option can be found in Configure --> Graphics --> Advanced.

- Temporarily revert PR #10744 as lastest commit of pr caused crashes in Nvidia GPUs.```


[6/16/2023 10:14 PM] gidoly
:yuzu: Mainline 1471
```- Adds foomiibo support. [#10795]

  - Allows to read and write amiibo bin files that contain the originality signature.```


[6/17/2023 2:51 AM] gidoly
:earlyaccess: Early Access 3685
```- Adds various time zone fixes. [#10797]

 - Fix Flatpak build would crash while loading games.

 - Fix Antarctica time zone would not load correctly.```


[6/17/2023 2:57 AM] gidoly
:earlyaccess: Early Access 3686
```- Add support for draw texture upscaling. [#10798]

 - Fix Titan Quest and Crisis Remastered rendering would break with upscaling.

- Synchronize vertex buffer even when it doesn't require binding. [#10809]

 - Fix regression with Dust: An Elsian Tale which caused main menu showed black screen.```


[6/17/2023 4:15 AM] gidoly
:earlyaccess: Early Access 3689
```- Fix crash that would occur on Xenoblade Chronicles games caused by PR. [#10809+]```


[6/17/2023 11:20 AM] gidoly
:earlyaccess: Early Access 3690
```- Fix rendering issue in Xenoblade Chronicles 3 that caused character face would broken with pr. [#10809+]```


[6/17/2023 9:45 PM] gidoly
:earlyaccess: Early Access 3691
```- Reintroduce PR with additional changes. [#10744+]

 - Fixed device loss that would occur in games.

 -  Fixed  cloud shadow rendering on Moo Moo Meadows stage in  Mario Kart 8 Deluxe with anisotropic filter enabled.

 - Remove the  "Apply Anisotropic for all mipmap modes" option and apply it's behaviour by default.

- Add samples check when find render target. [#10818]

 - Fix Fire Emblem Engage Vulkan device loss in handle mode.

 - Fix SpongeBob SquarePants: The Cosmic Shake Abnormal color and shadow.```


[6/17/2023 9:47 PM] gidoly
:yuzu: Mainline 1472
```-  Preallocate fewer IR blocks. [#10783]

 - Reduce memory usage by 64mb per thread```


[6/17/2023 11:47 PM] gidoly
:earlyaccess: Early Access 3692
```- Fix grass rendering in Xenoblade Chronicles 2 would broken with pr. [#10809+]```


[6/18/2023 10:26 PM] gidoly
:yuzu: Mainline 1473
```- Improve anisotropic filtering heuristics. [#10744]

 - Improves visuals with anisotropic filter by applying filter to more mipmap.

 - Fixed  cloud shadow rendering on Moo Moo Meadows stage in  Mario Kart 8 Deluxe with anisotropic filter enabled.

 - Note that this change makes The Legend of Zelda: Breath of the Wild/Tears of the Kingdom's anisotropic filter unnecessary. However, applying it can sharpen the texture compared to turning it off.

- Use a mutex and cond_var to sync bool in k_thread. [#10813]

 - Fix yuzu would deadlock hang on starting games on build compiled with MinGW toolchain.```


[6/20/2023 12:44 AM] gidoly
:yuzu: Mainline 1474
```- Add support for draw texture upscaling. [#10798]

 - Fix Titan Quest and Crysis Remastered rendering would break with upscaling.

- Synchronize vertex buffer even when it doesn't require binding. [#10809]

 - Fix regression with Dust: An Elsian Tale which caused main menu showed black screen.```


[6/21/2023 9:58 PM] gidoly
:yuzu: Mainline 1475
```- Add samples check when find render target. [#10818]

 - Fix Fire Emblem Engage Vulkan device loss in handheld mode.

 - Fix SpongeBob SquarePants: The Cosmic Shake Abnormal color and  shadow.

- Restrict compute disable only to affected Intel drivers. [#10835]```


[6/22/2023 6:40 AM] gidoly
:earlyaccess: Early Access 3702
```- Redesign mouse panning. [#10495]

 - Fixed Sensitivity setting would affect the stick range.
 - Fixed small movement would BE impossible to perform correctly.
 - Fixed Stick "resistance" felt inconsistent.
 - Fixed slow stick recentering would cause slippery movement.
 - Added stick decay strength setting and setting to counteract against a game's built-in dead zone.

- Misc optimizations for vfs. [#10806]

 - Fixed slowdown when loading large romfs mod on Windows OS.

- Implement native Mifare/Skylander support for joy-Con/Pro-Controllers.[#10842]

 - Mifire/Skylander figurines can now able to loaded from the Joy-Con and Pro-Con nfc tag if "Enable direct Joy/pro controller driver" is enabled in Configure --> Control --> Advanced.

- Update sdl to 2.28.0. [#10873]

 - Fixed incorrect calibration loading for switch controllers.
 - Added support for DualSense Edge.```


[6/22/2023 10:54 PM] gidoly
:yuzu: Mainline 1476
```- Use CNTPCT as the guest CPU tick in core timing. [#10086]

 - Reduce RDTC overhead by 50% and improve 1%~5% performance on CPU bottlenecked games.

- Add option to skip barriers on feedback loops. [#10777]

 - Disabling this may fix crash regression that happened after Ultra hand projection fix on some systems. If you are not experiencing crashes keep it on. Option can be found in Configure --> Graphics --> Advanced.

- Fix offset calculation when not aligned to file boundary. [#10841]

- Fixed romfs mod for The Legend of Zelda: Skyward Sword HD not loading after mainline 1430.```


[6/24/2023 1:58 AM] gidoly
:yuzu: Mainline 1477
```- Update sdl to 2.28.0. [#10873]

 - Fixed incorrect calibration loading for switch controllers.
 - Added support for DualSense Edge.```


[6/25/2023 9:39 PM] gidoly
:yuzu: Mainline 1478
```- Implemented native Mifare/Skylander support for Joy-Con/Pro-Controllers. [#10842]

 - Mifare/Skylander figurines can now be able to loaded from the Joy-Con and Pro-Con nfc tag if "Enable direct Joy/Pro controller driver" is enabled in Configure --> Control --> Advanced.

- Lock concurrent access in VFS. [#10884]

 - Fix game crashes startup caused by PR 10729.

- Add post-release SDL fixes. [#10891]

 - Fix some third-party controllers not working properly.```


[6/26/2023 9:59 PM] gidoly
:earlyaccess: Early Access 3709
```- Use safe reads in DMA engine. [#10867]

 - Improved main menu rendering in Cassette Beasts.

- Add Local Memory warmup shader for Nvidia. [#10916]

 - Increased OpenGL performance by 2% in games.```


[6/28/2023 3:15 AM] gidoly
:yuzu: Mainline 1479
```- Improve Vulkan memory handling by utilize VMA. [#10473]

- Improve NFC state handling and 3rd party support. [#10903]

 - Reduce stutter when configuring 3rd party controllers.

 - Fixed missing input when the controller fail to detect NFC.

 - Allow to loading of amiibo file when NFC supported controllers are connected.```


[6/28/2023 3:22 AM] gidoly
:earlyaccess: Early Access 3714
```- Avoid full path lookups in fsmitm_romfsbuild. [#10710]

 - Reduce loading time in games with RomFS mod enabled.```


[6/28/2023 10:10 PM] gidoly
:yuzu: Mainline 1480
```- Add option to disable controller applet in Configure --> General. [#9663]

- Use safe reads in DMA engine. [#10867]

 - Improved main menu rendering in Cassette Beasts.

- Add Local Memory warmup shader for Nvidia. [#10916]

 - Increased OpenGL performance by 2% in games.```


[6/28/2023 10:16 PM] gidoly
:earlyaccess: Early Access 3715
```- Remove duplicated enum and fix ring detection. [#10937]

 - Allow Ring-Con detection to continue after one failed connection.```


[6/28/2023 11:58 PM] gidoly
:earlyaccess: Early Access 3718
```- Make use of monitorx instructions for power efficient sleeps (AMD). [#10935]

 - Reduce power consumption by ~11.5% on AMD CPUs. For example, 5600x reduced wattage usage from 69-71W to 61-63W.

 - Increased performance on AMD CPUs when user manually limited power. We have measured a 20 ~ 35% increase on 5600x when limited to 40W.

 - Change applies to Windows OS only. Change will benefit AMD laptops and handheld devices (e.g. Aya Neo, Rog Ally, Steam Deck with Windows.)```


[6/29/2023 3:03 AM] gidoly
:earlyaccess: Early Access 3719
```- Blacklist EDS3 blending from new AMD drivers. [#10946]

 - Fix Legend of Zelda: Tears of the Kingdom would render darker than intended on AMD drivers after 23.5.2 with Rdna 2 GPUs or older.```


[6/29/2023 1:08 PM] blinkhawk
:earlyaccess: Early Access 3720:
```
- Memory Tracking: Add a mechanism to register small writes when gpu page is contested by GPU.
  - Fixed vertex explosions that affected Pokemon Scarlet/Violet (for real this time). Tree flickering & LOD issues still persist, reload the area if you encounter them for the time being.
  - Fixed issues with particles in The Legend of Zelda BotW and TotK. This includes slow rain/snow and particle explosions (becoming too big out of nowhere).
  - Fixed issues with particles being too slow in Bowser's kingdom within Super Mario Odyssey.
  - Fixed Thumbnail corruption in Xenoblade DE.
  - Fixed Eyebrow animation in Xenoblade 3.
```


[6/29/2023 8:25 PM] gidoly
:yuzu: Mainline 1481
```- Remove duplicated enum and fix ring detection. [#10937]

 - Allow Ring-Con detection to continue after one failed connection.

- Blacklist EDS3 blending from new AMD drivers. [#10946]

 - Fix Legend of Zelda: Tears of the Kingdom would render darker than intended on AMD drivers after 23.5.2 with Rdna 2 GPUs or older.```


[6/29/2023 11:46 PM] gidoly
:earlyaccess: Early Access 3725
```- Tune mouse motion control to work in correct sensitivity. [#10950]

- Fix Y.F.C regression due to code testing. [#10953]

 - Fix Y.F.C part 1 regression that caused texture corruption on Unreal Engine 4 games, such as Bravely Default 2, Shin Megami Tensei V, and newly released Pikmin 4 demo.

 Note: Unreal Engine games require high GPU accuracy to render properly.

- Don't accelerate 3D texture DMA operations. [#10956]

 - Fixed crashes that would occur in the Pikmin 4 demo```


[6/30/2023 7:31 AM] gidoly
:earlyaccess: Early Access 3726
```
- Resolve heap buffer corruption due to out of bounds write [#10966]

 - Fix audio screeching and crashes in games when upmixing from 2 to 6 channels
```


[6/30/2023 5:17 PM] morph_.
:yuzu: Mainline 1482
```
- Avoid full path lookups in fsmitm_romfsbuild. [#10710]
 - Reduce loading time in games with RomFS mod enabled.

- Resolve heap buffer corruption due to out of bounds write. [#10966]
 - Fix audio screeching and crashes in games when upmixing from 2 to 6 channels

- Don't accelerate 3D texture DMA operations. [#10956]
 - Fixed crashes that would occur in the Pikmin 4 demo

- Make use of monitorx instructions for power efficient sleeps (AMD). [#10935]
 - Reduce power consumption by ~11.5% on AMD CPUs. For example, 5600x reduced wattage usage from 69-71W to 61-63W.
 - Increased performance on AMD CPUs when user manually limited power. We have measured a 20 ~ 35% increase on 5600x when limited to 40W.
 - Change applies to Windows OS only. Change will benefit AMD laptops and handheld devices (e.g. Aya Neo, Rog Ally, Steam Deck with Windows.)

- Remove duplicated enum and fix ring detection. [#10937]
 - Allow Ring-Con detection to continue after one failed connection.

- Blacklist EDS3 blending from new AMD drivers. [#10946]
 - Fix Legend of Zelda: Tears of the Kingdom would render darker than intended on AMD drivers after 23.5.2 with Rdna 2 GPUs or older.
```


[7/1/2023 1:30 PM] gidoly
:yuzu: Mainline 1483
```- Fix Y.F.C regression due to code testing. [#10953]

 - Fix Y.F.C part 1 regression that caused texture corruption on Unreal Engine 4 games, such as Bravely Default 2, Shin Megami Tensei V, and newly released Pikmin 4 demo.```


[7/2/2023 11:08 PM] gidoly
:yuzu: Mainline 1484
```- Tune mouse motion control to work in correct sensitivity. [#10950]

- Revert PR #10583 for time being. [#10993]

 - Resolved device losses that were reported by user in recent release. Fixed device loss in Hyrule warriors Age of Calamity, Pikmin 4 Demo and Master Detective Archives: RAIN CODE when start new game with Nvidia GPUs.```


[7/3/2023 12:03 AM] gidoly
:earlyaccess: Early Access 3735
```- Implement SSL service. [#10912]

 - Required for connect to Super Mario Maker 2 fan server called Open Course World.```


[7/3/2023 10:24 PM] gidoly
:yuzu: Mainline 1485
```- Add a mechanism to register small writes when gpu page is contested by GPU. [#10942]

 - Fixed vertex explosions that affected Pokemon Scarlet/Violet (for real this time). Tree flickering & LOD issues still persist, reload the area if you encounter them for the time being.

 - Fixed issues with particles in The Legend of Zelda BotW and TotK. This includes slow rain/snow and particle explosions (becoming too big out of nowhere).

 - Fixed issues with particles being too slow in Bowser's kingdom within Super Mario Odyssey.

 - Fixed Thumbnail corruption in Xenoblade Definitve Edition.

 - Fixed Eyebrow animation in Xenoblade 3 cutscene.```


[7/3/2023 10:33 PM] gidoly
:earlyaccess: Early Access 3737
```- Use device local preferred for image memory. [#10994]

 - Increase stability in Unreal Engine 4 games.

- Use spans over guest memory where possible instead of copying data. [#10996]

 - Increase performance slightly in games.

- Fix Metroid Prime Remastred rendering regression since mainline 1483. [#11012]```


[7/4/2023 10:20 PM] gidoly
:earlyaccess: Early Access 3739
```- Fixed update and dlc install progress calculation. [#10999]

- Use open file size for getting size in VFS. [#11016]
 
 - Fixed Persona 5 Royal system data would corrupt.```


[7/5/2023 10:08 PM] gidoly
:yuzu: Mainline 1487 @Updates - PC 
```- Fixed update and dlc install progress calculation. [#10999]

- Use open file size for getting size in VFS. [#11016]
 
 - Fixed Persona 5 Royal system data would corrupt.```


[7/7/2023 10:07 PM] gidoly
:yuzu: Mainline 1489 @Updates - PC 
```- Use device local preferred for image memory. [#10994]

 - Increase stability in Unreal Engine 4 games.

- Fixed update and dlc install progress calculation. [#10999]

- Fix Metroid Prime Remastered graphic regression caused by pr #11009. [#11012]```


[7/22/2023 4:29 AM] toast2903
:yuzu: Mainline 1502
```
- Remove problematic MSVC compilation optimizations [#11123]
    - Reduces yuzu's committed memory usage and improves its stability
```


[7/22/2023 4:29 AM] toast2903
:earlyaccess: Early Access 3770
```
- Rework of per-game settings [#10839]
    - Removes highlights for settings: a clear button now appears by the right of each option
    - Fixes bugs in various settings
        - Limit speed percent allows setting the limit before launching a game now, useful for dynamic FPS games
        - Custom RTC returns as a per-game setting
    - The guest's memory layout can now be selected between 4GB, 6GB, or 8GB DRAM

- Enable Wayland support on the Linux AppImage [#11042]
```


[7/23/2023 10:27 PM] gidoly
:yuzu: Mainline 1504 @Updates - PC 
```-  Increase number of texture buffers. [#11098]
 - Fix additional crashes on Master Detective Archives: RAIN CODE.

- Rework of per-game settings [#10839]
 - Removes highlights for settings: a clear button now appears by the right of each option.
 - Fixes bugs in various settings.
  - Limit speed percent allows setting the limit before launching a game now, useful for dynamic FPS games.
  - Custom RTC returns as a per-game setting.
  - The guest's memory layout can now be selected between 4GB, 6GB, or 8GB DRAM.```


[7/23/2023 10:37 PM] gidoly
:earlyaccess: Early Access 3776 @Updates - PC 
```- Implement 'GetGaiStringErrorRequest', 'IContextRegistrar' services. [#11135]

 - Fix Splatoon 3 would stuck on endless loading screen when network interface selected.

- Use proper maps in ssa_rewrite_pass.cpp. [#11136]

 - Reduce Splatoon 3 shader compilation time by near 8 times. Change reduced shader compilation time to 4 second from 30 second  in heavy area.```


[7/26/2023 1:09 AM] gidoly
:yuzu: Mainline 1507 @Updates - PC 
```- Implement 'GetGaiStringErrorRequest', 'IContextRegistrar' services. [#11135]

 - Fix Splatoon 3 would stuck on endless loading screen when network interface selected.

- Use proper maps in ssa_rewrite_pass.cpp. [#11136]

 - Reduce Splatoon 3 shader compilation time by near 8 times. Change reduced shader compilation time to 4 second from 30 second  in heavy area.```


[7/26/2023 11:52 PM] gidoly
Heads up for AMD GPU users @Updates - PC 

Latest Windows AMD driver 23.7.2 solved The Legend of Zelda: Tears of the Kingdom rendering issues for RDNA 3 GPUs. And resolve issues with blacklisted vulkan extension for RDNA 2. We plan to get rid of blacklist, make sure to update driver to lastest before it happens.


[7/27/2023 1:34 AM] gidoly
:earlyaccess: Early Access 3780 @Updates - PC 
```- Check page against address space size. [#11155]

 - Fix yuzu would crash GDB with IDA after PR #11095 added.```


[7/27/2023 3:57 AM] gidoly
:earlyaccess: Early Access 3781 @Updates - PC 
```- Remove EDS3 blending blacklist for AMD drivers. [#11163]

 - Remove blacklist as driver bug is fixed. ```
If  AMD users are experiencing graphic issue with the new update in The Legend of Zelda: Breath of the Wild/Tears of the Kingdom, update GPU driver to 23.7.2 version.


[7/27/2023 11:14 PM] gidoly
:yuzu: Mainline 1509 @Updates - PC 
```- Replace httplib with QtNetworkRequest. [#11128]

 - Fix memory leak caused by httplib.```


[7/28/2023 5:35 PM] morph_.
If you  notice stutter in ASTC heavy games such as The Legend of Zelda: Tears of The Kingdom, please ensure that your `ASTC Decoding Method` under graphics configuration is set to `GPU` in both your global and per game configs.


[7/29/2023 10:04 PM] gidoly
:yuzu: Mainline 1511 @Updates - PC 
```- Check page against address space size. [#11155]

 - Fix yuzu would crash GDB with IDA after PR #11095 added.

- Remove EDS3 blending blacklist for AMD drivers. [#11163]

 - Remove blacklist as driver bug is fixed. ```


[7/29/2023 10:11 PM] gidoly
:earlyaccess: Early Access 3782 @Updates - PC 
```- Increase precision requirements. [#11173]

 - Fix crash that would occur on start up with Intel N100 cpu.```


[8/1/2023 5:12 AM] gidoly
:earlyaccess: Early Access 3785
```- Fix parameter alignment. [#11195]

 - Fix crash that would occur on Legend of Zelda: Tears of the Kingdom booting in previous ea.```


[8/6/2023 6:25 PM] blinkhawk
:earlyaccess: Early Access 3795
```
- New Query/GPU Counter Cache!
  - Fixes LoD (Level of detail) issues in some games like Pokemon Scarlet/Violet (keep accuracy in high to avoid tree flicker).
  - Fixes Lens Flare in Lugi's Mansion 3.
  - Fixes glow particles in Xenoblade 2 & 3.
  - Fixes shadows in Metroid Prime Remastered.
  - Implements host conditional rendering. This should help low power GPUs in games that use it.
```


[8/13/2023 9:24 PM] gidoly
:earlyaccess: Early Access 3804
```- Mark accelerated DMA destination buffers and images as GPU-modified. [#11278]

 - Fix textures in Sid Meier's Civilization VI would corrupt.```


[8/14/2023 12:03 AM] gidoly
:earlyaccess: Early Access 3805
```- More GPU ASTC decoding optimizations. [#11149]
 - Increase OpenGL ASTC texture decoding performance by ~ 400% depands on system set up. 
 - Increase Vulkan ASTC texture decoding performance by ~ 66% depands on system set up.

- Add missing scale mode in nvnflinger. [#11281]
 - Fix soft locks and rendering issue in  Gunvolt Chronicles Luminous Avenger iX 1.0.0. version.

- Fix transform feedback with multiple buffers in GLASM. [#11282]
 - Fix shading would not render correctly in  Pokemon Legend Arceus  with OpenGL GLASM backend.```


[8/14/2023 10:13 PM] gidoly
:earlyaccess: Early Access 3807
```- Expand support for NCA reading. [#11284]
 - Adds support for compressed/sparse nca, various games digital version is now bootable. For example, Splatoon 3, Sonic Colors Ultimate, Chrono Cross The Radical Dreamer Edition, Gunvolt Chronicles Luminous Avenger iX, MLB The Show 23, Gal Gun Double peace, Tales of Symphonia Remastered is now bootable.```


[8/15/2023 10:09 PM] gidoly
:yuzu: Mainline 1524
```- Add missing scaling mode in nvnflinger. [#11281]
 - Fix soft locks and rendering issues in Gunvolt Chronicles Luminous Avenger iX 1.0.0.

- Fix transform feedback with multiple buffers in GLASM. [#11282]
 - Fix shading not rendering correctly in Pokemon Legend Arceus with OpenGL GLASM backend.```


[8/18/2023 12:51 AM] gidoly
:earlyaccess: Early Access 3817
```- Add configuration for screenshot resolution. [#11303]
 
 - Allows to take screenshot beside 16:9 aspect ratio.

 - Option can be found in General > UI```


[8/18/2023 10:03 PM] gidoly
:earlyaccess: Early Access 3820
```- Support for dumps with prepended key area. [#11309]

 - Fix loading with XCI game dumps that include key area.

- Implement TextureGrad 3D. [#11316]

 - Allow fog effect to be render in Bayonetta 3.```


[8/19/2023 6:16 AM] gidoly
:yuzu: Mainline 1530 @Updates - PC 
```- More GPU ASTC decoding optimizations. [#11149]
 - Increase OpenGL ASTC texture decoding performance by ~ 400% and Vulkan ASTC texture decoding performance by ~ 66% depands on system set up. 
 - Reduce menu stuttering in The Legend of Zelda Tears of the Kingdom.
 - Reduce audio desync in ASTC texture heavy games, such as Bayonetta 3 and Astral Chain.
 - Increase The Legend of Zelda Tears of the Kingdom performance by ~ 10% AMD GCN 4/polaris cards (eg. RX 570, RX 580).

- Mark accelerated DMA destination buffers and images as GPU-modified. [#11278]
 - Fix textures in Sid Meier's Civilization VI would corrupt.

- Add support for masked depth stencil clears. [#11320]
 - Fixes Vulkan foliage smearing on Red Dead Redemption.

Note: Unsafe CPU accuracy appears to improve Red Dead Redemption's performance and reduce slowdowns```


[8/20/2023 3:17 AM] gidoly
:earlyaccess: Early Access 3823
```- Fixed regression caused by query cache rewrite. [#11225+]
 - Fixed Red Dead Redemption graphics being broken with pr.
 - Fixed flickering lighting on Red Dead Redemption cutscenes.
 - Fixed regression that broke in door lighting in Xenoblade Chronicles 2 in some areas.
 - Fixed Luigi's Mansion 3 lens flare effect detail.

Note: We are getting report that Xenoblade Chronicles 3 motes are not appearing with pr. this caused by async shader compile option, disable the option for this game. For another note, if user getting flashing texture in Red Dead Redemption, leave GPU accuracy on high.```


[8/22/2023 11:26 PM] gidoly
:yuzu: Mainline 1532
```- Add configuration for screenshot resolution. [#11303]
 - Allows to take screenshot beside 16:9 aspect ratio.
 - Option can be found in General > UI```


[8/22/2023 11:29 PM] gidoly
:yuzu: Mainline 1534
```- Support for dumps with prepended key area. [#11309]
 - Fix loading with XCI game dumps that include key area.

- Expand support for NCA reading. [#11284]
 - Adds support for compressed/sparse nca, various games digital version is now bootable. For example, Splatoon 3, Sonic Colors Ultimate, Chrono Cross The Radical Dreamer Edition, Gunvolt Chronicles Luminous Avenger iX, MLB The Show 23, Gal Gun Double peace, Tales of Symphonia Remastered is now bootable.```


[8/22/2023 11:52 PM] gidoly
:earlyaccess: Early Access 3830 @Updates - PC 
```- Create fake CNMT entries for program updates of multi-program applications. [#11319]
 -Fix Super Mario 3D All Stars update would not being applied correctly.

- Fix Super Smash Bros. Ultimate Skyline/ARCropolis modding support. [#11326, #11327, #11328, #11342]
 - Yuzu now supports some Smash Bros. modding, such as asset replacement mods like character alternate skin, image, music, and skyline plugins like the Super Speed mod. Note that mods that require the Tesla menu are still incompatible, and the Mob Smash in game mode crash is still under investigation.```


[8/24/2023 12:21 AM] gidoly
:yuzu: Mainline 1535 @Updates - PC 
```- Implement TextureGrad 3D. [#11316]
 - Allow fog effect to be rendered in Bayonetta 3.```


[8/26/2023 11:26 PM] gidoly
:yuzu: Mainline 1537 ~ 1538
```- Create fake CNMT entries for program updates of multi-program applications. [#11319]
 -Fixed Super Mario 3D All Stars update would not being applied correctly.

- Fixed Super Smash Bros. Ultimate Skyline/ARCropolis modding support. [#11326, #11327, #11328, #11342]
 - Yuzu now supports some Smash Bros. modding, such as asset replacement mods like character alternate skin, image, music, moveset, mechanic mods like CHAO5/Chaos and skyline plugins like the Super Speed mod. Note that mods that require the Tesla menu are still incompatible, and the Mob Smash mode crash in game is still under investigation.
 - Currently the HDR mod is having problems. This is being investigated, stay tuned.

- Return correct error for RenameFile when dest_path already exists. [#11370]
 - Allow Grid Autosport to boot.

- Ensure mappings are aligned to large page size when deallocating in nvhost. [#11375]
 - Fixed AI: THE SOMNIUM FILES would random crash.

- Fixed inverted controls on ReverseSlider widgets. [#11377]
 - Fixed FSR slider changes being inverted when changing the value with the arrow key.```


[8/26/2023 11:33 PM] gidoly
:earlyaccess: Early Access 3836 @Updates - PC 
```- Fix regressions that damaged compute indirect & use reinterpret for copies with different byte block sizes. [#11383]
 - Improve rendering in Mario + Rabbids Kingdom Battle games and Sea of Solitude.
 - Note that Mario + Rabbids Kingdom Battle games may have issues with some Nvidia GPUs for the time being.```


[8/27/2023 2:03 AM] gidoly
:earlyaccess: Early Access 3837 @Updates - PC 
```- Cancel pending socket operations on application process termination. [#11385]
 - Fixed deadlock that would occur when user tried to quit Super Smash Bros. Ultimate with Skyline/ARCropolis mod applied.```


[8/27/2023 10:29 PM] gidoly
:earlyaccess: Early Access 3840 @Updates - PC 
```- Improve Index buffer size estimation. [#11393]
 - Improve performance in Bayonetta 3 by up to 63% depending on the system.```


[8/30/2023 11:24 PM] gidoly
:yuzu: Mainline 1541
```- Implement "OpenHardwareOpusDecoderForMultiStreamEx" and "DecodeInterleavedForMultiStream"
 - MLB The Show 22 is now bootable with this change.```


[8/30/2023 11:30 PM] gidoly
:yuzu: Mainline 1542 @Updates - PC 
```- Fix romfs dumping for multiprogram applications. [#11381]
 - Fix multi-program application game such as Klonoa: Phantasy Reverie Series asset would not dump correctly.```


[9/1/2023 9:57 AM] gidoly
:yuzu: Mainline 1543
```- Cancel pending socket operations on application process termination. [#11385]
 - Fixed deadlock that would occur when user tried to quit Super Smash Bros. Ultimate with Skyline/ARCropolis mod applied.```


[9/2/2023 5:36 AM] gidoly
:earlyaccess: Early Access 3852 @Updates - PC 
```- Further fixes to 3D TextureGrad emulation. [#11430]
 - Improved Bayonetta 3 fog rendering to match with switch rendering. Fog should now render at a higher quality than before.
 - Fix RDNA3 crashes in Bayonetta 3 with PR #11316```


[9/2/2023 11:15 PM] gidoly
:yuzu: Mainline 1545 @Updates - PC 
```- Further fixes to 3D TextureGrad emulation. [#11430]
 - Improved Bayonetta 3 fog rendering to match with switch rendering. Fog should now render at a higher quality than before.
 - Fix RDNA3 crashes in Bayonetta 3 with PR #11316.```


[9/7/2023 8:42 PM] gidoly
:yuzu: Mainline 1550
```- Fix default mii database. [#11451]
 - Fixed infinite loading would occur when loading mob smash (multi-smash) mode in Super Smash Bros. Ultimate.```


[9/7/2023 8:47 PM] gidoly
:yuzu: Mainline 1551 @Updates - PC 
```- Fixed regression  in PR #11451 that would break mii on Mario Kart 8 Deluxe. [#11464]```


[9/8/2023 10:32 PM] gidoly
:earlyaccess: Early Access 3860 @Updates - PC 
```- Fixed data source version 1 command looping. [#11467]
 - Fixed the ambient sound in Xenoblade 2 cutscenes being cut off and The Legend of Zelda's Magnesis rune activation sound looping, both caused by PR #11428.```


[9/8/2023 10:35 PM] gidoly
:yuzu: Mainline 1552 @Updates - PC 
```- Skip sampler for buffer textures. [#11435]
 - Fixed a crash that could occur with recent versions of the mesa drivers in Pikmin 4.```


[9/10/2023 1:04 AM] gidoly
:yuzu: Mainline 1553 @Updates - PC 
```- Fixed data source version 1 command looping. [#11467]
 - Fixed the ambient sound in Xenoblade 2 cutscenes being cut off and The Legend of Zelda's Magnesis rune activation sound looping, both caused by PR #11428.```


[9/20/2023 2:02 AM] gidoly
:yuzu: Mainline 1563
```- Do not consider voice commands in time estimation, fix adpcm estimate. [#11520]
 - Fix audio would get cut in New Super Mario Bros U Deluxe final level.```


[9/20/2023 2:06 AM] gidoly
:earlyaccess: Early Access 3880
```- Add play time tracking on game list. [#10519]```


[9/22/2023 6:06 AM] gidoly
:earlyaccess: Early Access 3886
```- Implement database operations. [#11561]
 - Fixes mii generation crash in games.

- Fixed incorrect DMA engine register offsets. [#11563]

- Fixed incorrect use of descriptor index in image atomic. [#11567]
 - Fixes Light rendering regression in Mario + Rabbids Kingdom Battle on AMD GPUs.
  
 - With both PR #11563, #11567 combined it allow to render lighting in Pikmin 4 caves correctly and facical expression in Master Detective Archieve: Rain Code.```


[9/22/2023 9:37 PM] gidoly
:earlyaccess: Early Access 3888
```- Limit srgb block to transcoding only. [#11562]
 - Fixes Momotaro Dentetsu rendering would oversaturated in Vulkan backend.```


[9/23/2023 2:19 AM] gidoly
:earlyaccess: Early Access 3889 @Updates - PC 
```- Allow to boot LLE Mii applet.
 - Users can now create Mii with the applet and freely use them in games that have Mii functionality. For example games such as, Mario Kart 8 Deluxe, New Super Mario Bros U Deluxe, Super Smash Bros Ultimate, Miitopia, Mario Golf Super Rush Mii functionality is now fully functional.
 - Users can also carry Mii that are registered on amiibo by reading amiibo using the direct joy/pro-con driver
 - The applet can be opened by clicking Tools > Open Mii Editor in windowed mode. (Please note that in order to boot the Mii Applet, users will need to install the firmware file.) ```


[9/23/2023 10:38 PM] gidoly
:yuzu: Mainline 1567 @Updates - PC 
```- Correct component order for A4B4G4R4_UNORM in Vulkan backend. [#11557]
 - Fixes ingame text would look highlighted in games such as, The Legend of Nayuta: Boundless Trails.

- Implement database operations. [#11561]
 - Fixes mii generation crash in games.

- Fixed incorrect DMA engine register offsets. [#11563]

- Fixed incorrect use of descriptor index in image atomic. [#11567]
 - Fixes Light rendering regression in Mario + Rabbids Kingdom Battle on AMD GPUs.
  
 - With both PR #11563, #11567 combined it allow to render lighting in Pikmin 4 caves correctly and facical expression in Master Detective Archieve: Rain Code.```


[9/24/2023 12:10 AM] gidoly
:earlyaccess: Early Access 3893
```- Replace queue with a fibonacci heap in core timing. [#11493]
 - Reduce stutter and increase performance slightly on games.```


[9/25/2023 10:15 PM] gidoly
:yuzu: Mainline 1568
```- Limit srgb block to transcoding only. [#11562]
 - Fixes Momotaro Dentetsu rendering would oversaturated in Vulkan backend.

- Allow to boot LLE Mii applet.
 - Users can now create Mii with the applet and freely use them in games that have Mii functionality. For example games such as, Mario Kart 8 Deluxe, New Super Mario Bros U Deluxe, Super Smash Bros Ultimate, Miitopia, Mario Golf Super Rush Mii functionality is now fully functional.
 - Users can also carry Mii that are registered on amiibo by reading amiibo using the direct joy/pro-con driver
 - The applet can be opened by clicking Tools > Open Mii Editor in windowed mode. (Please note that in order to boot the Mii Applet, users will need to install the firmware file.)```


[9/25/2023 10:21 PM] gidoly
:earlyaccess: Early Access  3896 @Updates - PC 
```- Implementing MSAA image copies in Vulkan. [#11556]
 - Fixed Mortal Kombat 1 main menu would not rendering properly.
 - Fixed Pinball FX3 would not rendering.
 - Fixed Fate Extella title screen would not rendering.```


[9/27/2023 1:35 AM] gidoly
:yuzu: Mainline 1569 @Updates - PC 
```- New Query/GPU Counter Cache, last part of Y.F.C [#11225]
  - Fix LoD (Level of Detail) problems in some games like Pokemon Scarlet/Violet.
(keep accuracy in high to avoid tree flicker).
  - Fixed lens flare effect in Luigi's Mansion 3.
  - Fixed glow particles in Xenoblade 2 & 3. 
(Requires GPU HIGH accuracy and asynchronous shader building option to be off.)
  - Allow shadows to be rendered in Metroid Prime Remastered.
  - Implements host conditional rendering. Improves performance on low end device for games that use this quirks, such as Super Mario Odyssey and Koei Techmo games.```


[9/27/2023 1:37 AM] gidoly
:earlyaccess: Early Access 3897
```- Add "GetFileSystemAttribute" service. [#11590]
 - Fixed Tiny Thor would soft lock before starting the game.```


[9/29/2023 2:24 AM] gidoly
:yuzu: Mainline 1571
```- Implemented MSAA image copies in Vulkan. [#11556]
 - Fixed improper rendering in Mortal Kombat 1 main menu.
 - Fixed Pinball FX3 not rendering.
 - Fixed Fate Extella title screen not rendering.```


[9/29/2023 4:19 AM] gidoly
:earlyaccess: Early Access 3903
```- Enable depth test in depth stencil clear path. [#11630]
 - Fixed improper rendering in Super Mario 64(3D mario All Stars version)title screen after PR #11320 merged.

- Fixed problem with "FocusStateChanged" being pushed twice. [#11631]
 - Fixed regression that caused YS X: Nordics not booting since PR #11569 merged.```


[9/30/2023 1:16 AM] gidoly
:yuzu: Mainline 1572 @Updates - PC 
```- Emulated D24 using Depth Bias Control for AMD GPUs.
 - Fixed z-fighting that would occur in games, such as Pokemon Sword.
 - Note that this extension is currewntly only available for Linux RADV drivers.

- Slightly reduced CPU bottlenecks.  [#11493, #11546]

- Add "GetFileSystemAttribute" service. [#11590]
 - Fixed Tiny Thor would soft-locking before starting the game.

- Fixed crashes in homebrews with new query cache. [#11622]

- Fixed reported bug that occured with Mii service. [#11626]
 - Fixed yuzu creating more than one Miis in Mario Kart.
 - Fixed yuzu would receive incomplete name from Mii that registered in amiibo.
 - Fixed eyebrow height would display higher than it should be. 

- Fixed problem with "FocusStateChanged" being pushed twice. [#11631]
 - Fixed regression that caused YS X: Nordics not booting since PR #11569 merged.```


[9/30/2023 1:29 AM] gidoly
:earlyaccess: Early Access 3905
```- Temporarily untagged PR #11630 due to conflict with other pr.

- Introduce separate CMD buffer for uploads. [#11535]
 - Improve game performance on low-end devices.
 - Users can also disable this behaviour if they want to debug games. Option to disable this behaviour is in Configure > Debug.

- Added support for the LLE Cabinet applet. [#11632]
 - User can now launch an applet that can register, rename, delete, and restore the amiibo data.
 - The applet can be open by navigating to Tools > amiibo in windows mode.```


[10/1/2023 10:30 PM] gidoly
:yuzu: Mainline 1574 /  :earlyaccess: Early Access 3907
```- Fix memory leak caused by PR #11225 in Legend of Zelda: Tears of the Kingdom and possibly other games. [#11646]```


[10/3/2023 12:24 AM] gidoly
:yuzu: Mainline 1575
```- Added support for the LLE Cabinet applet. [#11632]
 - User can now launch an applet that can register, rename, delete, and restore the amiibo data.
 - The applet can be open by navigating to Tools > amiibo in windows mode.```


[10/3/2023 12:57 AM] gidoly
:earlyaccess:Early Access 3910 @Updates - PC 
```- Don't reassign program ID on npdm reparse. [#11639]
 - Fix exefs Skyline mod would change title id, preventing romfs mod and update from loading.

- Added support for LLE album applet. [#11650]
 - Users can now open the album applet and load a screenshot taken by the Yuzu frame capture feature.
 - The applet can be opened by navigating to Tools > Open Album in windowed mode.
 - Note that the image quality that can be loaded into the applet is hardcoded to 720p in the firmware side, even if users have higher resolution screenshots.
 - Editing of screenshots is not yet supported.```


[10/7/2023 2:21 AM] gidoly
:yuzu: Mainline 1579
```- Fixed regression where custom rtc and mute audio in background settings would not work due to recent regression. [#11669]```


[10/7/2023 4:40 AM] gidoly
:earlyaccess: Early Access 3911 @Updates - PC 
```- Partially reverted PR #10433. [#11534]
 - Fixed Asterix and Obelix XXL rendering problem.
 - Fixed animation of The Legend of Zelda Tears of the Kingdom Recall ability, while gloom texture remains to be fixed.

-  Implemented D32_Float to A8B8G8R8_UNORM format copy. [#11677]
 - Fixed Titan Glory rendering issue.
 - Fixed texture cache error message that would appear in  Snack World: The Dungeon Crawl - Gold
 
- Combined with PR 11534 and PR 11677 , fixed Disney Speed Storm rendering in racing. Note that the map rendering issue is remains for this game.```


[10/7/2023 10:53 PM] gidoly
:earlyaccess:  Early Access 3913
```- Enable depth test in depth stencil clear path. [#11630 reintroduced]
 - Fixed improper rendering in Super Mario 64(3D mario All Stars version)title screen after PR #11320 merged.```


[10/17/2023 12:14 AM] gidoly
:yuzu: Mainline 1587
```- Convert MSAA images to generic layout without uploading data. [#11751]
 - Fixed validation error that would occur on games that using MSAA images.

- Fixed 'GetAlbumFileList3AaeAruid' and 'GetAlbumFileList0AafeAruidDeprecated' service. [#11753]
 - Fixed crash that would occur when entering the Super Smash Bros. Ultimate Replay menu.

- Removed ambiguous service call. [#11765]
 - Fixed compile error on mac.

- Add missing page group open when memory is locked. [#11766]
 - Fixed Pikmin 4 would hang when  loading save after mainline 1583.

- Implement automatic crash dump support. [#11689]
 - Added crash dump saving with no performance overhead
 - ensured the functionality is always enabled and does not conflict with existing crash handlers.
 - Dump files are stored in %appdata%/yuzu/crash_dumps, please provide one if our support team or developers ask to share it.```


[10/17/2023 12:17 AM] gidoly
:yuzu: Mainline 1588
```- Fixed shutdown deadlock that would caused by audio renderer. [#11778]```


[10/17/2023 12:26 AM] gidoly
:yuzu: Mainline 1589
```- Update kernel codebase to match with 17.0.0 firmware. [#11748]

- Enable Cuda/Nvdec hardware decoder on Linux. [#11786]
 - Allow GPU Nvdec decoding to be work on Nvidia Linux setups.
 - This change may cause problems if users have both Nvidia GPU and AMD GPUs under Linux, in this case use the CPU Nvdec decoding option instead.```


[10/17/2023 12:34 AM] gidoly
:yuzu: Mainline 1590
```- Avoid  making unnecessary copies of vfs pointers. [#11774]
 - Improve loading time of Romfs mods.

- Preset of motion input to avoid crash that can occur when CemuHook is connected. [#11794]
 - Fixed crash caused by CemuHook connection delay.```


[10/17/2023 12:43 AM] gidoly
:earlyaccess: Early Access 3932
```- Implement account service functions needed for profile selector applet. [#11653]

- Allow to direct access to A and X read buffer account service. [#11791]
 - Fix profile picture bug happens in profile selector applet.

- Note that Profile selector applet is not yet allowed to open for user.

- Implemented missing copy formats for D32, ARGB8_SRGB and BGRA8_Unorm/SRGB. [#11795]
 - Used by Bravely Default 2.```


[10/18/2023 8:16 AM] gidoly
:earlyaccess: Early Access 3936
```- Add locks to prevent scheduler flushes from CPU. [#11806]
 - Fixed crash in Super Mario Galaxy when getting grand star and possibly other games.```


[10/20/2023 10:02 PM] gidoly
:yuzu: Mainline 1595 @Updates - PC 
```- Update kernel codebase to match with 17.0.0 firmware. [#11748]

- Add locks to prevent scheduler flushes from CPU. [#11806]
 - Fixed crash in Super Mario Galaxy when getting Grand star and possibly other games.

- Fix  miscalculation of used non-system memory value. [#11825]
 - Allow Super Mario Wonder to boot.

- Fix reporting and freeing of pre-allocated buffers in nvnflinger. [#11827]
 - Fixed problem with Super Mario Wonder world map rendering.

Optimal setting for Super Mario Wonder: Super Mario Wonder requires GPU high accuracy to render particles correctly. Other settings should be fine to tweak  in favour of user.```


[10/20/2023 10:09 PM] gidoly
:earlyaccess:  Early Access 3940
```- Manually robust on Nvidia Pascal cards and earlier Nvidia architecture. [#11789]
 - Fixed  Crash Team Racing models would looking huge on Nvidia Pascal cards and earlier Nvidia architecture.

Note: This Early Access includes fixes for Super Mario Wonder.```


[10/20/2023 11:07 PM] gidoly
Latest Nvidia driver, version 545.84  seems to improve stability on 1000 Pascal series and older. Also improves stability on low vram cards (2GB~ 4GB) .
 For example from  internal testing. We have confirmed It improves The Legend of Zelda Tears of the Kingdom stability on low vram cards and fixes device loss that happens on Pokemon Legend Arceus on pascal cards. Likely more games will be positively affected.
Please clear shaders after update driver to fully avoid instability from previous driver completely.


[10/22/2023 5:17 AM] gidoly
:earlyaccess: Early Access 3942 @Updates - PC 
```- Update KProcess to be more accurate.  [#11843]
 - Fixed broken system resource tracking by making sure to synchronise KProcess and implement required dependencies.

As this is a major change that may affect the overall compatibility, if users find games that no longer boot on this version of Early Access, please let us know.```


[10/23/2023 10:31 PM] gidoly
:yuzu: Mainline 1598
```- Fixed vibration setting would reset to 1%. [#11854]```


[10/23/2023 10:46 PM] gidoly
:earlyaccess: Early Access 3944
```- Implement the "SaveScreenShotEx0" service and its variants. [#11812]
 - Fixed in-game screenshot functionality in Super Smash Bros. Ultimate.

- Added missing loop around compute FindBuffer calls and added a cache lock in DrawTexture. [#11859]
 - Fixed potential graphical glitch in games caused by race conditions.```


[10/24/2023 12:37 AM] gidoly
:earlyaccess: Early Access 3945
```- Move vibrations to a queue. [#11852]
 - Fix vibration slowdown when custom Joy/Pro-Con enabled in games like Fire Emblem Three Hopes, Super Mario Wonder, and possibly others.```


[10/24/2023 11:23 PM] gidoly
:yuzu: Mainline 1599
```- Update KProcess to be more accurate.  [#11843]
 - Fixed broken system resource tracking by ensuring that KProcess is synchronised  and the necessary dependencies implemented.

As this is a major change that may affect the overall compatibility, if users find games that no longer boot on this version of Mainline, please let us know.

- Manually robust on Nvidia Pascal cards and earlier Nvidia architecture. [#11789, #11862]
 - Fixed  Crash Team Racing models would look huge on Nvidia Pascal cards and earlier Nvidia architecture.
 - On the EA release we made the mistake of not applying the fix on Pascal GPUs (Nvidia GPU 1000 series), with PR #11862 the fix is now applied correctly on Pascal GPUs. Verified fix on users 1080ti.

- Clamp cheat names without failing. [#11846]
 - Fixed cheats with long names not loading properly.```


[10/26/2023 2:27 AM] gidoly
:yuzu: Mainline 1600
```- Reverted PR #11843 due to breaking online fix mod compatibility in Super Smash .Bros Ultimate.
 -PR will be reintroduced on mainline tomorrow with issue addressed.

- Implement the "SaveScreenShotEx0" service and its variants. [#11812]
 - Fixed in-game screenshot functionality in Super Smash Bros. Ultimate.```


[10/26/2023 8:03 PM] gidoly
:yuzu: Mainline 1601
```- Reintroduced PR #11843 with Super Smash .Bros Ultimate online fix mod compatibility fixed.

- Move vibrations to a queue. [#11852]
 - Fix vibration slowdown when custom Joy/Pro-Con enabled in games like Fire Emblem Three Hopes, Super Mario Wonder, and possibly others.

- Added missing loop around compute FindBuffer calls and added a cache lock in DrawTexture. [#11859]
 - Fixed potential graphical glitch in games caused by race conditions.

Note: PR #11880 introduced in this mainline seems to break the screenshot feature and is under investigation.```


[10/26/2023 8:13 PM] gidoly
:earlyaccess: Early Access 3949
```- Added create game shortcut item to Windows version of Yuzu. [#11792]
 - Users can now create shortcuts for games on Windows version of yuzu, item can be found when user right clicks on game in game list.

- Fix QT gamelist crash that would occur by 1/10 chance when closing game. [#11866]```


[10/30/2023 11:59 PM] gidoly
:yuzu: Mainline 1605
```- Implement automatic crash dump support. [#11689]
 - Added crash dump saving with no performance overhead
 - ensured the functionality is always enabled and does not conflict with existing crash handlers.
 - Dump files are stored in %appdata%/yuzu/crash_dumps, please provide one if our support team or developers ask to share it.

- Added missing loop around compute FindBuffer calls and added a cache lock in DrawTexture. [#11859]
 - Fixed potential graphical glitch in games caused by race conditions.

- Fix QT gamelist crash that would occur by 1/10 chance when closing game. [#11866]

- Fix viewport swizzle dirty state tracking. [#11893]
 - Fix Stardew Valley and  Streets of Rage 4 would render inverted.

 - Enable GL Threaded optimizations automatically. [#11904]```


[11/1/2023 2:25 AM] gidoly
:pumpkin:  Mainline 1606
```- Remove duplicate exit confirmation setting. [#11885]

- Implement 'ISelfController::SaveCurrentScreenshot'. [#11892]
 - Allow Pokémon Scarlet/Violet screenshots to be taken on the latest game.
 - Fix in-game Screenshot functionality would be broken since Mainline 1601.

- Allow volume to be changed by scrolling the mouse without clicking and dragging the ui. [#11903]```


[11/1/2023 2:38 AM] gidoly
:pumpkin:  Early Access 3959
```-  Render to bottom of render target when flipped. [#11894]
 - Fixed Tiny Thor would rendering incorrectly in handheld mode.

- Fix cropping for presentation. [#11896]
- Fixed Arcaea would render incorrectly in handheld mode.```


[11/1/2023 10:46 PM] gidoly
:yuzu: Mainline 1607
```-  Add support for LLE Software Keyboard Applet. [#11929]
 - Allow the LLE software keyboard applet to boot individually, further work needed to boot during gameplay.```


[11/1/2023 10:56 PM] gidoly
:earlyaccess: Early Access 3961
```- Fixed romfs extraction of single directory root. [#11936]
 - Fixed Monster Hunter Generations Ultimate getting stuck on infinite load with romfs mod applied.```


[11/4/2023 11:29 PM] gidoly
:yuzu: Mainline 1610
```-  Render to bottom of render target when flipped. [#11894]
 - Fixed Tiny Thor would rendering incorrectly in handheld mode.

- Fix cropping for presentation. [#11896]
- Fixed Arcaea would render incorrectly in handheld mode.

- Allow 0 stereo count in hardware OPU service. [#11952]
 - Fixed Star Ocean: The Second Story R and Dragon Quest X Offline would not boot.
Note Star Ocean: The Second Story R require GPU High to render correctly.```


[11/5/2023 9:00 PM] gidoly
:yuzu: Mainline 1611
```- Duplicate exit confirmation setting removed. [#11885]

-  Save games only to the recently played list. [#11961]
 - Fixed applet nca files would appearing in recently played list.

- Allow controller color to be updated without reopening config. [#11965]```


[11/6/2023 11:18 PM] gidoly
:yuzu: Mainline 1612
```- Synchronise KPageTable and implement most of functionality. [#11914]
 
Note that this is another major kernel change, please report if specific games fail to load after this mainline version.

- Resize profile image to 256x256 to avoid image corrupting on user profile applet and games. [#11969]```


[11/14/2023 9:23 PM] gidoly
:yuzu: Mainline 1618
```- Implement moment image processor. [#11980]
 - Allow "Trombone Champ: and "WarioWare: Put a lid on it" to be played with the joycon IR sensor.
please note that other WarioWare mini-games will require further fixes.

- Read module information from memory layout in gdbstub. [#12003]
 - Fixed regression where load address was not set correctly for homebrew, caused by PR #11326

- Ignore map region when KTrace is disabled. [#12004]
 - Fixed Homebrew menu would fails to boot after PR #11914.```


[11/18/2023 10:21 AM] gidoly
:yuzu: Mainline 1621
```- Added controller setting to map SL and SR button in Dual Joy-Con mode. [#12007]
 - Allow to play WarioWare: Move It! mini-games that require the SL and SR button to be played using the Dual Joy-Con.```


[11/18/2023 10:27 AM] gidoly
:yuzu: Mainline 1624
```- Fixed stereo stream count check in multistream decoder object. [#12058]
 - Fixed Super Mario RPG not having in-game background music.```


[11/18/2023 10:52 AM] gidoly
:earlyaccess: Early Access 3980
```- Add byteswap pattern workaround for Nvidia GPU driver. [#12066]
 - Fixed Super Mario RPG colours would not being rendered correctly on Nvidia GPUs.```


[11/18/2023 10:35 PM] gidoly
:earlyaccess: Early Access 3981
```- Fixed transform feedback attribute buffer mode in OpenGL GLASM shader backend. [#12068]
 - Fixed regression in Xenoblade games where grass rendering looks broken on OpenGL GLASM backend.

- Eliminate clears on Indirect buffers. [#12072]
 - Fixed regression in Pokemon Scarlet/Violet where geomatry would randomly disappear.```


[11/20/2023 5:08 AM] gidoly
:yuzu: Mainline 1626
```- Add byteswap pattern workaround for Nvidia GPU driver. [#12066]
 - Fixed Super Mario RPG colours would not being rendered correctly on Nvidia GPUs.

- Eliminate clears on Indirect buffers. [#12072]
 - Fixed regression in Pokemon Scarlet/Violet where geometry would randomly disappear.```


[11/20/2023 10:17 PM] gidoly
:yuzu: Mainline 1627
```- Added create game shortcut item to Windows version of Yuzu. [#11792]
 - Users can now create shortcuts for games on Windows version of yuzu, item can be found when user right clicks on game in game list.

- Fixed transform feedback attribute buffer mode in OpenGL GLASM shader backend. [#12068]
 - Fixed regression in Xenoblade games where grass rendering looks broken on OpenGL GLASM backend.

- Ensure resource manager is initialized hid service. [#12097]
 - Fixed Valkyria Chronicles will crash while boot after mainline 1622.```


[11/21/2023 10:34 PM] gidoly
:yuzu: Mainline 1628
```- Implemented qlaunch version of the controller applet. [#12011]
 - Allow to boot LLE controller applet from Tools > Open controller menu.```


[11/21/2023 10:39 PM] gidoly
:earlyaccess:Early Access 3986
```- Skip acceleration path for blit source. [#12098]
 - Fixed slowdown on 3D Mario All Stars launcher video would slowdown on Windows GPU drivers.```


[11/27/2023 5:25 AM] gidoly
:yuzu: Mainline 1633
```- Ensure output devices are initialized. [#12151]
 - Fix crashes that would occur with controller emulation.

- Exclude steam deck oled from force max clock setting. [#12153]

- Remove depth bias support for D24. [#12173]
 - Fixed Super Smash Bros. Ultimate stages would not render properly on RADV drivers.

- Create random mii for cabinet applet. [#12180]
 - Fix hle mii implementation would broke on recent builds.```


[11/27/2023 11:25 PM] gidoly
:earlyaccess: Early Access 3997
```- Align SSBO offsets to meet host requirements. [#11902]
 - Fixed vertex explosion in Marvel Ultimate Alliance with OpenGL backend.```


[11/27/2023 11:56 PM] gidoly
:yuzu: Mainline 1634
```- Introduce separate CMD buffer for uploads. [#11535]
 - Improve game performance on low-end devices.
 - Users can also disable this behaviour if they want to debug games. Option to disable this behaviour is in Configure > Debug.

- Display firmware version on bottom of windowed mode. [#12156]

- Allow  the mouse to be constrain to the render area by enabling mouse panning. [#12160]
 - Improved comfort when the mouse leaves render window while the physical mouse is emulated.

- Create random mii for cabinet applet. [#12180]
 - Fix hle mii implementation would broke on recent builds.

- Add a validation process when reading Miis. [#12183]
 - Display corrupted message when Mii data is corrupted.
 - Mii amiibo that have been registered on Yuzu in the past few months will be displayed as corrupted, in this case use the restore amiibo applet's restore function to fix the corruption.```


[11/29/2023 10:41 PM] gidoly
:yuzu: Mainline 1636
```- Align SSBO offsets to meet host requirements. [#11902]
 - Fixed vertex explosion in Marvel Ultimate Alliance with OpenGL backend.```


[12/1/2023 2:58 AM] gidoly
:yuzu: Mainline 1637
```- Implement "SetTouchscreenDimensions" service. [#12201]
 - Fix LLE controller applet would not booting with 17.0.0 firmware installed.```


[12/1/2023 3:02 AM] gidoly
:earlyaccess: Early Access 4001
```- Set window origin and swizzle independently. [#12235]
 - Fixed Fight'N Rage would not render on correct position.```


[12/1/2023 10:46 PM] gidoly
:earlyaccess: Early Access 4002
```- Batch vertex/transform feedback buffer binding in OpenGL. [#12094]
 - Improve OpenGL performance in games that uses lot of vertex buffer calls.

- Refactored emulated CPU core activation. [#12236]
 - Allow code from multiple guest processes to run at the same time, as required by future multi-process support.
Note: As it is a major change that could affect emulator functionality please report us if games fail to start or if you observe performance degradation after this EA.```


[12/3/2023 6:07 AM] gidoly
:yuzu: Mainline 1639
```- Implement async downloads in buffer and texture caches. [#12056]
 - May improve OpenGL performance in various games.

- Set window origin and swizzle independently. [#12235]
 - Fixed Fight'N Rage and Bastion would not render on correct position.

- Don't tag amiibos as corrupted if they are loaded as read only. [#12255]
 - Fix several amiibos would fails to load in The Legend of Zelda: Tears of The Kingdom.```


[12/3/2023 6:09 AM] gidoly
:earlyaccess: Early Access 4004
```- Use known cbuf sizes when possible in OpenGL GLSL backend. [#12196]
 - Improve shader compilation speed in OpenGL GLSL backend.```


[12/4/2023 2:58 AM] gidoly
:yuzu: Mainline 1640
```- Added handling for null RomFs. [#12263]
 - Fixed Batman: Arkham City failing to launch with update applied.
Note: This game requires the update to be booted.```


[12/4/2023 3:16 AM] gidoly
:earlyaccess: Early Access 4005
```- Added optimisations for parsing and building RomFs. [#12208]
 - In our internal tests, we saw a reduction in RomFs build time from 2.8 seconds to 300ms in The Legend of Zelda: Tears of the Kingdom on an AMD 5950X CPU, which reduced boot time by 2.5 seconds.```


[12/4/2023 5:56 AM] gidoly
:earlyaccess: Early Access 4006
```- Do not recreate swapchain for sRGB image. [#12274]
 - Fixed  3D Mario All Stars launcher video would slowdown on Windows GPU drivers. Superseded PR #12098.
 - May fix slowdown in games with the same issues.```


[12/5/2023 6:11 AM] gidoly
:yuzu: Mainline 1641
```- Batch vertex/transform feedback buffer binding in OpenGL. [#12094]
 - Improve OpenGL performance in games that uses lot of vertex buffer calls.```


[12/5/2023 6:13 AM] gidoly
:earlyaccess: Early Access 4008
```- Fixed audio glitch happening in Mario Kart 8 Deluxe tunnel/indoor area caused by this PR. [#12236+]```


[12/7/2023 1:41 AM] gidoly
:yuzu: Mainline 1643
```- Do not recreate swapchain for sRGB image. [#12274]
 - Fixed  3D Mario All Stars launcher video would slowdown on Windows GPU drivers. Superseded PR #12098.
 - May fix slowdown in games with the same issues.```


[12/8/2023 5:30 AM] gidoly
:yuzu: Mainline 1644
```- Refactored emulated CPU core activation. [#12236]
 - Allow code from multiple guest processes to run at the same time, as required by future multi-process support.```


[12/11/2023 3:27 AM] gidoly
:yuzu: Mainline 1646
```- Added optimisations for parsing and building RomFs. [#12208]
 - In our internal tests, we saw a reduction in RomFs build time from 2.8 seconds to 300ms in The Legend of Zelda: Tears of the Kingdom on an AMD 5950X CPU, which reduced boot time by 2.5 seconds.```


[12/13/2023 10:28 PM] gidoly
:yuzu: Mainline 1648
```- Don't enumerate hidden savedata size file. [#12322]
- Added separate ro services. [#12321]
- Fixed several Portal 2 crash on boot with both PRs combined.```


[12/13/2023 10:35 PM] gidoly
:yuzu: Mainline 1649
```- Fixed confusion between closing and destroying layers in the vi display service. [#12331]
 - Allow  Portal 2 to boot.

- Improve 'CreateAppletResource' implementation and free resources. [#12333]
 - Allow to run multiple programs on the same program id.```


[12/13/2023 10:41 PM] gidoly
:yuzu: Mainline 1650
```- Use a single instance of the profile manager. [#12328]
 - Prevent user profile from being lost.```


[12/13/2023 11:00 PM] gidoly
:earlyaccess: Early Access 4018
```- Return the system channels instead of host device channels in  'GetActiveChannelCount. [#12349]
 - Fixed audio corruption in Tales of Vesperia and improved downmix path.

- Cap presentation frame count. [#12345]
 - Fixed increasing slowdown, input lag, crash in long gameplay sections, especially when asyncronous presentation option is enabled.```


[12/15/2023 12:04 AM] gidoly
:earlyaccess:Early Access 4020
```- Use interval map for page count tracking. [#12344]
 - Saves 256mb of memory and improves boot time slightly.

- Use memory holepunching when clearing memory on Linux-based systems. [#12358]
 - Improve game startup time of games by 1 second, remove the need for 3gb of ram while during game startup and allow games to allocate memory on demand.```


[12/15/2023 7:24 AM] gidoly
:earlyaccess: Early Access 4021
```- Fixed broken cheat support caused by this PR. [#12359+]```


[12/17/2023 10:22 PM] gidoly
:yuzu: Mainline 1654
```- Cap presentation frame count. [#12345]
 - Fixed increasing slowdown, input lag, crash in long gameplay sections, especially when asyncronous presentation option is enabled.```


[12/19/2023 12:00 AM] gidoly
:yuzu: Mainline 1655
```- Return the system channels instead of host device channels in  GetActiveChannelCount. [#12349]
 - Fixed audio corruption in Tales of Vesperia and improved downmix path.```


[12/19/2023 12:05 AM] gidoly
:earlyaccess: Early Access 4025
```- Implement the OpenDirectoryMode filesystem service. [#12392]
 - Fixed bug that prevented Portal 2 saved save file from loading correctly.```


[12/19/2023 7:46 AM] gidoly
:earlyaccess: Early Access 4026
```- Use minimal clip distance array. [#12403]
 - Fixed Portal rendering with RADV driver.```


[12/20/2023 2:27 AM] gidoly
:earlyaccess: Early Access 4028
```- Added GL_PRIMITIVES_GENERATED and GL_TRANSFORM_FEEDBACK_PRIMITIVES_WRITTEN queries. [#12412]
 - Allow shadows in Metroid Prime Remastered  to rendered using the OpenGL backend.```


[12/21/2023 12:58 AM] gidoly
:yuzu: Mainline 1657
```- Implement the OpenDirectoryMode filesystem service. [#12392]
 - Fixed bug that prevented Portal 2 saved save file from loading correctly.```


[12/22/2023 6:10 AM] gidoly
:yuzu: Mainline 1658
```- Use minimal clip distance array. [#12403]
 - Fixed Portal rendering with RADV driver.```


[12/22/2023 7:25 AM] gidoly
:earlyaccess: Early Access 4031
```- Make sure derivatives for textureGrad are f32. [#12435]
 - Fixed device loss issues in Bayonetta 3 with nvidia 54x.xx series drivers.```


[12/22/2023 7:52 PM] gidoly
:earlyaccess: Early Access 4032
```- Implement the DrawTransformFeedback macro in OpenGL. [#12415]
 - Fixed particles in Xenoblade Chronicles 3 using OpenGL api.
Note: Xenoblade Chronicles 3 requires GLSL shader backend to render properly on OpenGL api.```


[12/24/2023 6:02 AM] gidoly
:yuzu: Mainline 1660
```- Added GL_PRIMITIVES_GENERATED and GL_TRANSFORM_FEEDBACK_PRIMITIVES_WRITTEN queries. [#12412]
 - Allow shadows in Metroid Prime Remastered  to rendered using the OpenGL backend.

 Make sure derivatives for textureGrad are f32. [#12435]
 - Fixed device loss issues in Bayonetta 3 with nvidia 54x.xx series drivers.```


[12/27/2023 12:03 AM] gidoly
:yuzu: Mainline 1662
```- Revert PR #12403 introduced on mainline 1658 temporarily.
 - Fixed Red Dead Redemption 1 and Fire Emblem: Three Hopes would not working on AMD GPUs.```


[12/27/2023 12:17 AM] gidoly
:earlyaccess: Early Access 4036
```- Fixed buffer_row_length for linearly compressed textures. [#12479]
 - Fixed rendering of King Of Fighters 13 and Super Mario Party pizza mini-game.```


[12/29/2023 1:07 AM] gidoly
:yuzu: Mainline 1664
```- Track separate heap allocation for Linux. [#12466]
 - Fixed crashes on Unreal Egine 4 games on Linux OS.

- Fixed buffer_row_length for linearly compressed textures. [#12479]
 - Fixed rendering of King Of Fighters 13 and Super Mario Party pizza mini-game.

- Use default value for clip distances array. [#12487]
 - Superseded PR #12403 fix while address regression introduced with AMD GPUs.```


[12/31/2023 10:18 PM] gidoly
:yuzu: Mainline 1668
```- Prevent out of bounds access with offset exceeding module size in ips layer. [#12501]
 - Fixes several cheat would crashes emulator.```


[12/31/2023 11:49 PM] gidoly
:earlyaccess: Early Access 4040
```- Don't flush DMA output and only rebuild the swapchain if the frame is larger than the swap images.
 - Fixed slowdown in Super Mario Odyssey when showing tutorial video on some devices.
 - May fix slowdowns in other games.```


[1/4/2024 10:07 PM] gidoly
:yuzu: Mainline 1670
```- Don't flush DMA output and only rebuild the swapchain if the frame is larger than the swap images.
 - Fixed slowdown in Super Mario Odyssey when showing tutorial video on some devices.
 - Internal test results suggest that the slowdown in Pikmin 4 has been resolved with this change, please let us know if this issue has been resolved for all devices.```


[1/7/2024 8:50 PM] gidoly
:earlyaccess: Early Access 4052
```- Implement GPU System Memory Management Unit(SMMU) emulation and device mapping. [#12579]
 - Reduce memory usage by 300mb and reduce GPU usage. Note that the amount reduced may vary between games and user systems.```


[1/8/2024 11:43 PM] gidoly
:earlyaccess: Early Access 4053
```- Load the input profile you selected the last time you booted the Yuzu. [#12380]

- Rework Time Services. [#12499]
 - Updated time services implementation to match 16.0.0 firmware reverse engineering.
 - Fixes a number of time gimmick issues in games, e.g. Pokemon Quest is now fully playable with the new implementation.
 - Note that this does not fix the time flow in Pokemon Sword/Shield, which may need further investigation in the future. However, as this is a pretty big change, if users notice that the time gimmick is broken compared to the mainline version with games, please let us know.```


[1/10/2024 3:22 AM] gidoly
:earlyaccess: Early Access 4056
```- Untagged PR 12499 due to reported regression. Change will introduce again after reported regression got fixed```


[1/13/2024 3:51 AM] gidoly
:earlyaccess: Early Access 4063
```- Fixed kernel resource management issues. [#12611]
 - Fixed memory would not being clear properly after games were stopped.```


[1/20/2024 12:28 AM] gidoly
:earlyaccess: Early Access 4075
```- Rework Time Services. [#12499]
 - Updated time services implementation to match 16.0.0 firmware reverse engineering.
 - Fixes a number of time gimmick issues in games, e.g. Pokemon Quest is now fully playable with the new implementation.
 - Pokejobs and dens are now fully functional in Pokemon Sword/Shield
 - Custom RTC reworked to behave better with changes in time```


[1/25/2024 4:42 AM] gidoly
:yuzu:Mainline 1687
```- Allow to dump amiibo on games where it read as read only. [#12683]
 - Added QOL change that made amiibo can be dumped on games such as The Legend of Zelda Tears of the Kingdom and others.```


[1/25/2024 4:49 AM] gidoly
:yuzu: Mainline 1688
```- Implement GPU System Memory Management Unit(SMMU) emulation and device mapping. [#12579]
 - Reduce memory usage by 300mb and reduce GPU usage. Note that the amount reduced may vary between games and user systems.

- Disable special features before disconnecting the controllers. [#12687]
 - Fixed crash that would occur while opening config and using NFC.

- Recreate swapchain when frame size changes. [#12688]
 - Fixed windows resizing would not work correctly on wayland.

- Check layer state before opening or closing in vi service. [#12701]
 - Fixed Skullgirls: 2nd Encore would not booting with update applied.```


[1/25/2024 4:51 AM] gidoly
:yuzu: Mainline 1689
```- Rework Time Services. [#12499]
 - Updated time services implementation to match 16.0.0 firmware reverse engineering.
 - Fixes a number of time gimmick issues in games, e.g. Pokemon Quest is now fully playable with the new implementation.
 - Pokejobs and dens are now fully functional in Pokemon Sword/Shield.
 - Custom RTC reworked to behave better with changes in time.```


[1/25/2024 4:56 AM] gidoly
:yuzu: Mainline 1692
```- Register fs process for raw exefs partition. [#12763]
 - Fixed regression that broke homebrew support with PR #12612.```


[1/30/2024 5:11 AM] gidoly
:yuzu: Mainline 1695
```- Rewrites applet manager service for future LLE applet multi process support. [#12760]
 - If user find games that started to not work in this version of mainline please let us know.```


[1/30/2024 5:25 AM] gidoly
:yuzu: Mainline 1697 @Updates - PC 
```- Fixed game mode configuration would not being saved and added game mode setting in game per game configuration window on Linux builds. [#12555]

- Moved mii service to new IPC interface. [#12802]
 - PR is currently known to cause issues with mii creation in Super Smash Bros. Ultimate, please use the previous version of mainline until we resolve this.

- Fixed Yuzu configuration window would crash if configuration window was closed and reopened with graphic backend is set to null. [#12833]```


[1/31/2024 10:31 PM] gidoly
:yuzu: Mainline 1698 @Updates - PC 
```- Update Dynarmic to 6.6.1. [#12830]
 - Fixed an old regression that caused Ni no Kuni Wrath of the White Witch to  softlock when loading the first cutscene.```


[1/31/2024 10:38 PM] gidoly
:yuzu: Mainline 1699 @Updates - PC 
```- Fixed layout calculation. [#12856]
 - Fixed regression that caused mii creation to softlock Super Smash Bros. Ultimate.

- Added fixes for time service regression. [#12864]
 - Fixed recent regression that caused Pokemon Sword and Pokemon Quest time would to flow incorrectly.
- Fixed The Legend of Zelda Tears of the Kingdom's save data showing wrong date.
- Fixed regression that caused Custom RTC to not working.```


[1/31/2024 10:46 PM] gidoly
:earlyaccess: Early Access 4104 @Updates - PC 
```- Rework Nvdec and VIC. [#12461]
 - Fixed video corruption caused by out-of-order video in games like My Girlfriend Is A Mermaid. May also fix video corruption in other games.
 - Increased video decoding speed. (Decoding speed on Android will need additional modification in the future to be fully performant)

- Rework touch implementation to match firmware 16.0.0 [#12780].

Note: As both pr rework large parts of each functionality, please report if users get broken video or touch input compared to mainline.```


[2/1/2024 9:36 PM] gidoly
:yuzu: Mainline 1700 @Updates - PC 
```- Pitch linear read/write in software blitter fixed [#12875]
 - Fixed rendering issue in LLE offline web applet. Note that this applet is not bootable on mainline and early access, a change is required to enable it in the future.```


[2/1/2024 9:50 PM] gidoly
:earlyaccess: Early Access 4107 @Updates - PC 
```- Untagged PR #12461 to fix regression introduced by this PR.

- Rewrite presentation for layer composition. [#12761]
 - Rewrite to support applet multi-processing in future builds.
 - PR has been extensively tested internally, however if users find that certain FPS mods for games do not work properly, please report this to us.```


[2/2/2024 5:02 PM] blinkhawk
:earlyaccess: Early Access 4109 @Updates - PC 
```- Rework Nvdec and VIC to fix out-of-order videos, and speed up decoding. [#12461]
 - Fixes a lot of issues when multiple videos are rendering.
 - Improves video decoding speed.
 - Fixes issues in games where video playback would be corrupted such as in "My Girlfriend Is A Mermaid"

- general: applet multiprocess [#12756]
 - Implements LLE Applet support.
 - Mii Applet, Cabinet Applet, Profile Applet, Offline Web Browser Applet, Software Keyboard Applet, etc. Can now run along games.
 - All Applets can be changed for the HLE version in the Configuration -> System -> Applets Tab
 - For example look at: ``` 
https://discord.com/channels/398318088170242053/1203080213907505212/1203080213907505212


[2/3/2024 11:21 PM] gidoly
:yuzu: Mainline 1702 @Updates - PC 
```- Rewrite presentation for layer composition. [#12761]
 - Rewrite to support applet multi-processing in future builds.
 - PR has been extensively tested internally, however if users find that certain FPS mods for games do not work properly, please report this to us.```


[2/3/2024 11:25 PM] gidoly
:earlyaccess: Early Access 4110 @Updates - PC 
```- Reduce the page table size based on last big page address. [#12883]
 - Reduce memory usage of big page table from 64mb to 8mb.```


[2/5/2024 9:30 PM] gidoly
:yuzu: Mainline 1703 @Updates - PC 
```- Added hotkey for multiplayer menu items.
 - Lobby list can be open with Ctrl + B.
 - Room create window can be open with Ctrl + N.
 - User can open Direct connect windows with Ctrl + C.
 - User can see current room with Ctrl + R.
 - User can disconnect from room with Ctrl + L.

- Persist filters in multiplayer public lobby list. [#12851]
 - Fixed multiplayer menu filter setting would reset after restart.

- Add color for player count in multiplayer menu. [#12852]
 - Full lobbies have their player count displayed in red.
 - Lobbies with one slot left have their player count displayed in orange.
 - Empty lobbies have their player count grayed out.```


[2/5/2024 9:58 PM] gidoly
:yuzu: Mainline 1704 @Updates - PC 
```- Release buffers before presentation sleep. [#12905]
 - Fixed regression that introduced worse frame pacing with some devices.

- Update cheat vm to latest version. [#12915]
 - Fixed cheat that does following things.
  - Cheats that activate with button presses.
  - Cheats that use memory pointers.
  - Reading cheat file that contain multiple cheats in a single file.
  - Support for cheats that uses if-else statements.```


[2/6/2024 9:28 PM] gidoly
:yuzu: Mainline 1705 @Updates - PC 
```- Add multi-process support to six-axis input. [#12928]
 - Fixed motion control would not working in Super Mario Galaxy with PR #12923.
Note: We have received reports that some button cheats are still not working with the cheat fix in Mainline 1704. We are plan to merge a fix for this tomorrow.```


[2/8/2024 3:58 AM] gidoly
:yuzu: Mainline 1706 @Updates - PC 
```- Reduce the page table size based on last big page address. [#12883]
 - Reduce memory usage of big page table from 64mb to 8mb.

- Invalidate cache on memory writes. [#12939]
- Fixed remaining non-working button cheats, such as button cheats for Mario Wonder and other games.```


[2/9/2024 6:02 AM] gidoly
:yuzu: Mainline 1707
```-  Avoid invalidating cache on 32bit with cheats. [#12955]
 - Added temporary workaround for Monster Hunters Generation Ultimate and 32 bit games crashing when cheat is applied.```


[2/9/2024 7:38 AM] gidoly
:earlyaccess: Early Access 4124
```- Added pause and resume support for cheats. [#12927]
 - This may fix cheats that use this quirk please let us know if any cheats are fixed by this.

- Free npad applet resource. [#12966]
 - Fixed regression that prevented booting homebrew from the homebrew menu.```


[2/11/2024 2:18 AM] gidoly
:yuzu: Mainline 1710 @Updates - PC 
```- Implements LLE Applet support. [#12756]
 - Allow to load LLE Mii Applet, Amiibo Applet, Profile Applet, Offline Web Browser Applet, Software Keyboard Applet, etc from switch firmware. (Requires 14.0.0+ firmware installed.)
 - All Applets can be changed for the HLE version in the Configuration -> System -> Applets Tab.
 - Games that use the web applet to manage savedata are now playable, such as Ni No Kuni: White Witch (Note that this game requires PR #12461 to render video correctly.), Prinny 1 Can I Really be the Hero & Prinny 2 Dawn of Operation Panties, Dood!.
 - Super Smash Bros. Ultimate mod manager is now functional. It requires deleting legacy_discovery mod files.
Here is demonstration```https://discord.com/channels/398318088170242053/1203113416244461609/1203113416244461609
```special thanks to discord user BornIncompetence for reporting this!```


[2/13/2024 5:18 AM] gidoly
:earlyaccess: Early Access 4136 @Updates - PC 
```- Make critical reclaim less eager and allow it possible it in more caches in more cases. [#10529]

 - Handle VRAM more efficiently, allowing better VRAM usage in general.

 - Reduce menu stuttering in Legend of Zelda: Tears of the Kingdom on lower-end hardware when using texture recompression.

-  Skip unregistered interfaces on invalidate. [#13000]
 - Fixed crash that could occur when closing the LLE applet on low vram devices.

- Don't use fixed cap for memory limits. [#13001]
 - Allow to use of more available vram for all scaling issues. Fixes garbage collection stutter with The Legend of Zelda Tears of the Kingdom and other games with resolution mod on GPUs with massive vram.
Note: Yuzu will only perform garbage collection when vram is 7/8 filled with this update. It is normal that vram usage is higher than before on long gameplay section than before.```


[2/17/2024 12:09 AM] gidoly
:yuzu: Mainline 1716 @Updates - PC 
```- Fix non-const offset for arrayed image types. [#13026]
 - Fixed The Legend of Zelda Tears of the Kingdom textures would not renders properly after Mainline 1707.```


[2/17/2024 12:16 AM] gidoly
:earlyaccess: Early Access 4144 @Updates - PC 
```- Currently untagged PR #13001 due to reported new behavior that causes problems when used with third party graphic enhancement program and streaming programs. It will be rolled out with a better approach in the future.```


[2/19/2024 5:59 AM] gidoly
:earlyaccess: Early Access 4150 @Updates - PC 
```- Reintroduced PR #13001 with additional setting.
 - Added toggle to decide how much vram is allowed for games. Setting can be found in Graphic Advanced.
  - Conservative: Allow 7 GB of vram at native resolution and allow more vram depending on the scaling value, the higher the more allowed. This will prevent Yuzu from slowing down when used with third party programs that require vram.
  - Aggressive: Allow to use 7/8 of available vram for games. It reduce stutter from cleaning vram consistently on games. Recommended when user has no other program that requires running, while using resolution mod without scaler and using very high resolution scaling of emulator. 

- Import firmware from folder of loose NCA files. [#13047]
 - Tool added to install firmware by selecting folder that containing firmware nca files. The option can be found in Tools section of the toolbox.```


[2/20/2024 12:56 AM] gidoly
:earlyaccess: Early Access 4153 @Updates - PC 
```- Add additional fix for vi service rewrite. [#13079]
 - Fixed Portal 2 would not boot after vi rewrite.
 - Fixed LLE applet would deadlock after closing on some devices.```


[2/21/2024 2:25 AM] gidoly
:yuzu: Mainline 1721 @Updates - PC 
```- Import firmware from folder of loose NCA files. [#13047]
 - Tool added to install firmware by selecting folder that containing firmware nca files. The option can be found in Tools section of the toolbox.

- Add additional fix for vi service rewrite. [#13079]
 - Fixed Portal 2 would not boot after vi rewrite.
 - Fixed LLE applet would deadlock after closing on some devices.```


[2/21/2024 4:39 AM] gidoly
:earlyaccess: Early Access 4156 @Updates - PC 
```- Use two-pass collection for expensive load resources. [#13096]
 - Improve garbage collection handling by avoiding dumping decoded texture environment maps. (ASTC textures on desktop and BCn textures on Mali and Xclipse android devices.)
 - Improves VRAM usage and reduces stuttering in many games, especially on Fast RMX, Fate Extella, The Legend of Zelda: Tears of the Kingdom and Xenoblade games.```


[2/22/2024 9:55 PM] gidoly
:yuzu: Mainline 1722 @Updates - PC 
```- Make critical reclaim less eager and allow it possible it in more caches in more cases. [#10529]
 - Handle VRAM more efficiently, allowing better VRAM usage in general.
 - Reduce menu stuttering in Legend of Zelda: Tears of the Kingdom on lower-end hardware when using texture recompression.```


[2/22/2024 9:58 PM] gidoly
:yuzu: Mainline 1723 @Updates - PC 
```- Added toggle to decide how much vram is allowed for games. Setting can be found in Graphic Advanced. [#13001]
  - Conservative: Allow 7 GB of vram at native resolution and allow more vram depending on the scaling value, the higher the more allowed. This will prevent Yuzu from slowing down when used with third party programs that require vram.
  - Aggressive: Allow to use 7/8 of available vram for games. It reduce stutter from cleaning vram consistently on games. Recommended when user has no other program that requires running, while using resolution mod without scaler and using very high resolution scaling of emulator. ```


[2/25/2024 11:11 PM] gidoly
:earlyaccess: Early Access 4171 @Updates - PC 
```-  Enable LLE error applet and LLE online applet. [#13159]
 - User can enable these applets in Configure --> System --> Applets.
 - Note that online applet requires more work to load the New Super Mario Bros. U Deluxe video guide page and the Super Smash Bros. Ultimate news page.```


[2/25/2024 11:16 PM] gidoly
:yuzu: Mainline 1726 @Updates - PC 
```- Use two-pass collection for expensive load resources. [#13096]
 - Improve garbage collection handling by avoiding dumping decoded texture environment maps. (ASTC textures on desktop and BCn textures on Mali and Xclipse android devices.)
 - Improves VRAM usage and reduces stuttering in many games, especially on Fast RMX, Fate Extella, The Legend of Zelda: Tears of the Kingdom and Xenoblade games.

- Reintroduce vibration filter. [#13154]
 - Fixed stuttering in games when using modern controllers.```


[2/26/2024 11:03 PM] gidoly
:yuzu: Mainline 1727 @Updates - PC 
```- Flip scissor y on lower left origin mode. [#13122]
 - Fixed Tomb Raider I-III Remastered presentation issue in handheld mode.

-  Enable LLE error applet and LLE online applet. [#13159]
 - User can enable these applets in Configure --> System --> Applets.
 - Note that online applet requires more work to load the New Super Mario Bros. U Deluxe video guide page and the Super Smash Bros. Ultimate news page.```
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